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(54) Game machine 

(57) A game machine comprises shift and display 
means for shifting and displaying a plurality of rows each 
having a plurality of symbol marks thereon; prize win- 
ning state determining means for determining a prize 
winning state based on random number lottery; stop 
control means for controlling the stop of the shift and 
display means to have a predetermined set of symbol 
marks shifted and displayed on the basis of the prize 
winning state determined by the prize winning state de- 
termining means; notifying means for notifying a game 
player of notifying information in notifying states includ- 
ing a current notifying state and subsequent notifying 
states following the current notifying state, while the 
game player is enjoying games including a current game 
and subsequent games following the current game; and 
subsequent notifying state determining means for de- 
termining and selecting in advance the subsequent no- 
tifying states on the basis of the current notifying state. 
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Description 

BACKGROUND OF INVENTION 

1. Field of the invention s 

[0001] The present invention relates to a game ma- 
chine which can provide a game player with a thrilling 
and exciting fun in a game, and in particular to a game 
machine which comprises shift and display means for 10 
shitting and displaying various kinds of symbol marks, 
notifying means for notifying a game player various in- 
formation and awarding means for awarding a winning 
prize to a game player when a predetermined set of 
symbol marks are stopped and displayed on a prize win- 1* 
ning line. 

2. Description of the Related Art 

[0002] There has so far been well known in the art a 20 
slot machine which is among those types of the game 
machine. In general, such a known slot machine com- 
prises a front panel, and three rotation reels juxtaposed 
in the rear side of the front panel and rotatably supported 
on the body of the slot machine. Each of the rotation 2s 
reels has a peripheral surface having thereon various 
kinds of symbol marks arranged in a row at a predeter- 
mined interval. Within each of the rotation reels is pro- 
vided an internal light which can light the symbol marks 
on the peripheral surface of the rotation reel from the 30 
rear side of the symbol marks to ensure that a game 
player can observe the symbol marks respectively 
through observation windows formed in the front panel. 
On the observation windows of the front panel is drawn 
five prize winning lines which make it possible for the 3$ 
game player to enjoy a game with thrilling and exciting 
feelings so that any predetermined set of the symbol 
marks will be stopped and displayed in line on any of 
the five prize winning lines or not. 

[0003] The game machine is started by the game 40 
player when he or she inserts a game medal into a med- 
al inserting opening. With the operation of a start lever 
after the game medal inserting operation by the game 
player, the rotation reels concurrently start rotating so 
that the game player can observe through the observa- 
tion windows the symbol marks rotating in the direction 
that the symbol marks are arranged in a row on the pe- 
ripheral surfaces of the rotation reels. The rotation reels 
which are rotated to reach a predetermined speed level 
make effective the operation of stop buttons respective- so 
ly provided to be operable for the rotation reels. 
[0004] The game player can operate the stop buttons 
while observing the symbol marks to independently stop 
the rotation reels from rotating with the aim of stopping 
and displaying the desired set of symbol marks in line ss 
on any one of the prize winning lines of the observation 
windows. This means that the rotation reels are de- 
signed to be stopped from rotating in timing with the op- 



erations of the respective stop buttons. The predeter- 
mined sets of the symbol marks on the prize winning 
lines of the observation windows appearing at the time 
of the rotation reels' standstill results in making.it possi- 
ble for the game player to get a prize winning based on 
the set of the lined-up symbol marks on the observation 
windows. 

[0005] The prize eg states include a big prize winning, 
an medium prize winning, and a small prize winning. The 
big prize winning and the medium prize winning are won 
with three symbol marks of *7 tt or other predetermined 
symbol marks which are stopped from rotating in line by 
the game player on the prize winning lines of the obser- 
vation windows. The big prize winning allows the game 
player to play a big bonus game (BB game), while the 
medium prize winning allowing the game player to play 
a regular bonus game (RB game). These big and medi- 
um prize winnings mean that the game player can have 
respective rights to play a special bonus game by which 
the game player can obtain a large number of coins. On 
the contrary, the small prize winning can entitle the 
game player to get a few coins when the rotation reels 
are stopped by him or her with a predetermined number 
of symbol marks such as 'plums" and "bells" being 
stopped from rotating in line on any of the prize winning 
lines of the observation windows. 
[0006] The aforementioned prize winning states are 
determined based on a lottery operation using random 
numbers performed immediately after the start lever is 
operated by the game player. This means that the prize 
winning states are defined prior to the stop operation of 
the rotation reels by the game player. The lottery oper- 
ation using random numbers is carried out by prize win- 
ning determining means which is assembled in the 
game machine. In response to the stop operation by the 
game player, the rotation reels are controlled to stop 
from rotating so that the game player can experience in 
reality a prize winning when the set of the corresponding 
symbol marks determined on the basis of the lottery op- 
eration using the random numbers displayed and 
stopped in line on any of the prize winning lines of the 
observation windows. 

[0007] The above mentioned lottery operation using 
random numbers can determine the big prize winning 
which in turn raises an prize winning flag, and a notifi- 
cation flag with a predetermined probability. The notifi- 
cation flag thus raised serves to light an indication de- 
vice such as a notification light provided in front of the 
front panel of the slot machine, thereby notifying the 
game player of winning the big prize winning through 
the lottery operation of the slot machine. The prize win- 
ning flag thus raised will remain in the subsequent game 
if the set of symbol marks corresponding to the big prize 
winning fail to be stopped and displayed on any of the 
prize winning lines in the current game. As a result, the 
notification light continues to turn on until the set of the 
symbol marks corresponding to the big prize winning are 
stopped and displayed on any of the prize winning lines. 
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[0008] The aforesaid conventional game machine, for 
instance, is operative to generate a big prize winning 
state by the lottery action with random numbers to raise 
a notification flag for notifying a game player of the big 
prize winning. The notification flag remains for the sub- 5 
sequent games only when that the result of the internal 
lottery operation is ensured to be notified to the game 
player. In other words, the notification flag will not remain 
for the subsequent games, if it is not ensured that the 
result is notified to the game player to 
[0009] The conventional game machine cannot asso- 
ciate the current notification with the subsequent notifi- 
cations. This means that a subsequent notification is no- 
tified independent from the current notification, thereby 
causing the contents of the current notification to be in- is 
terrupted when the subsequent notification starts. This 
results in the fact that the fun of the games fail to be 
provided, thus the game player feels bored. 
[001 0] The aforesaid conventional machine is operat- 
ed lo notify the game playerof the big prize inner winning 20 
generated by lottery action. On the contrary, the big 
prize winning itself is rarely generated, and the thus gen- 
erated big prize winning simply causes to light on an in- 
dication lamp, being unable to provide the fun of the 
games. 25 
[0011] The aforesaid conventional game machine dis- 
plays a set of symbol marks called "li-zhi* (for notifying 
the game player that the big prize inner winning is gen- 
erated by lottery action) with the rotation reels stopped 
from rotating so that the game player can aim at the tar- 30 
get set ol symbol marks. On the contrary, only skillful 
game players can read li-zhi" state by careful observa- 
tion of set of symbol marks displayed in the observation 
window while it is difficult for game players with no ex- 
perience to read the "li-zhi" state. 35 

SUMMARY OF THE INVENTION 

[001 2] It is therefore an object of the present invention 
to provide a game machine which can provide a game *o 
player with a subsequent notification notified independ- 
ent from the current notification. 
[0013] It is another object of the present invention to 
provide a game machine which makes the contents of 
the current notification to be interrupted when the sub- «5 
sequent notification starts. 

[001 4] It is a further object of the present invention to 
provide a game machine which can provide a game 
player with the improved fun of the games lo the degree 
that the game player feels excited and thrilled. so 
[0015] In accordance with the first aspect of the 
present invention, there is provided a game machine 
comprising: shift and display means for shifting and dis- 
playing a plurality of rows each having a plurality of sym- 
bol marks thereon, prize winning state determining 55 
means for determining a prize winning state based on 
random number lottery, stop control means for control- 
ling the stop of the shift and display means to have a 



predetermined set of symbol marks shifted and dis- 
played on the basis of the prize winning state deter- 
mined by the prize winning state determining means, 
notifying means for notifying a game player of notifying 
information in notifying states including a current notify- 
ing state and subsequent notifying states following the 
current notifying state, while the game player is enjoying 
games including a current game and subsequent games 
following the current game, and subsequent notifying 
state determining means for determining and selecting 
in advance the subsequent notifying states in the current 
game on the basis of the current notifying state to be 
informed by the notifying means. 
[0016] In accordance with the second aspect of the 
present invention, the game machine further comprises: 
second notifying means provided separately from the 
notifying means to notify a game player of notifying in- 
formation in a current notifying state, and second noti- 
fying state determining means for determining and se- 
lecting in advance the current notifying slates on the ba- 
sis of the subsequent notifying states determined by the 
subsequent notifying state determining means. 
[0017] In accordance with the third aspect of the in- 
vention, the game machine is formed with a medal in- 
serting slot, and the notifying means is operative to no- 
tify the game player of the notifying state determined by 
the subsequent notifying state determining means when 
the current or subsequent game starts with a game me- 
dium inserted in the medal inserting slot. 
[0018] When the current notifying state in the current 
game is identical to the subsequent notifying states in 
the subsequent games, the notifying means may pref- 
erably continue notify the game player of the identical 
notifying state without interruption. 
[0019] The present invention further provide a game 
machine in which the notifying information notified by 
the notifying means may be correspondent to specified 
prize winning state determined by the prize winning 
state determining means. 

[0020] According to another aspect of the present in- 
vention the notifying means may be operative to notify 
the game player of the notifying state corresponding to 
the prize winning state at a predetermined probability. 
The prize winning state may be any of big inner winning 
state or medium winning state. The game machine may 
be a slot machine or a pinball machine. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0021] The objects, features and advantages of the 
present invention will becom apparent as the description 
proceeds when taken in conjunction with the accompa- 
nying drawings, in which: 

Fig. 1 is a front elevational view of one embodiment 
of the slot machine according to the present inven- 
tion, 

Fig. 2 is a perspective view of the rotation reel unit 
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forming part of the slot machine according to the 
present invention, 

Fig. 3(a) is a perspective view, partly fragmentary, 
of the rotation reel forming part of the rotation reel 
unit of the slot machine according to the present in- 5 
vention, 

Fig. 3(b) is a perspective view of back lumps and a 
base plate having thereon the back lumps support- 
ed, 

Fig. 4(a) to Fig. 4(c) are diagrammatic views re- 10 
spectively showing winning lines in their effective 
state on the observation windows forming part of 
the rotation reel unit of the slot machine according 
to the present invention, 

Fig. 5 is a block diagram showing a control circuit is 
of the slot machine according to the present inven- 
tion, 

Fig. 6 is a prize winning probability table used in the 
processing unit forming part of the slot machine ac- 
cording to the present invention, 20 
Fig. 7 is a symbol mark table to be used for process- 
ing a game play performed by the slot machine ac- 
cording to the present invention, 
Fig. 8 is a timing chart showing times at which game 
startin g sounds are processed to em it by a process- 25 
ing unit forming part of the slot machine according 
to the present invention, 

Fig. 9 is a timing chart showing a plurality of times 
at which a specific number of game sounds are 
processed to emit by a processing unit forming part 30 
of the slot machine according to the present inven- 
tion, 

Fig. 10 is a timing chart showing a plurality of times 
at which game sounds are processed to emit and 
not to emit by a processing unit forming part of the 35 
slot machine according to the present invention, 
Fig. 1 1 is a table showing a combination of a current 
game sound and a subsequent game sound proc- 
essed to emit by the processing unit forming part of 
the slot machine according to the present invention, <o 
Fig. 1 2 is a table showing the relationships between 
current and subsequent game sounds in the current 
and subsequent game conditions, respectively, 
processed by the processing unit forming part of the 
slot machine according to the present invention, «5 
Figs. 1 3(a) to 1 3(e) are tables each showing a sub- 
sequent game sound selection probability table 
available upon selecting the second information no- 
tifying state in the processing unit forming part of 
the slot machine according to the present invention, so 
Fig. 1 4 is a selection table showing the relationships 
between the game start sounds and the rotation reel 
lamp operation group numbers available upon se- 
lecting the second information notifying state in the 
processing unit forming part of the slot machine ac- ss 
cording to the present invention, 
Figs. 1 5(a) to 1 5(d) are tables respectively showing 
the relationships between the game start sounds 



and the rotation reel lamp operation groups 1 to 4 
available upon selecting the second information no- 
tifying state in the processing unit forming part of 
the slot machine according to the present invention, 
Figs. 16(e) to 15(f) are tables respectively showing 
the relationships between the game start sounds 
and the rotation reel, lamp operation groups 5 to 8 
available upon selecting the second information no- 
tifying state in the processing unit forming part of 
the slot machine according to the present invention, 
Figs. 17(i) to 17(1) are tables respectively showing 
the relationships between the game start sounds 
and the rotation reel lamp operation groups 9 to 12 
available upon selecting the second information no- 
tifying state in the processing unit forming part of 
the slot machine according to the present invention, 
Figs. 18(m) to 1 8(q) are tables respectively showing 
the relationships between the game start sounds 
and the rotation reel lamp operation groups 13 to 
17 available upon selecting the second information 
notifying state in the processing unit forming part of 
the slot machine according to the present invention, 
Figs. 1 9(r) to 19(t) are tables respectively showing 
the relationships between the game start sounds 
and the rotation reel lamp operation groups 18 to 
20 available upon selecting the second information 
notifying state in the processing unit forming part of 
the slot machine according to the present invention, 
Figs. 20(u) to 18(x) are tables respectively showing 
the relationships between the game start sounds 
and the rotation reel lamp operation groups 21 to 
24 available upon selecting the second information 
notifying state in the processing unit lorming part of 
the slot machine according lothe present invention, 
Fig. 21 is a table showing the former half of the re- 
lationships between the game start sounds and the 
rotation reel lamp operation group 25 available up- 
on selecting the second information notifying state 
in the processing unit forming part of the slot ma- 
chine according to the present invention, 
Fig. 22 is a table showing the latter half of the rela- 
tionships between the game start sounds and the 
rotation reel lamp operation group 25 available up- 
on selecting the second information notifying state 
in the processing unit forming part of the slot ma- 
chine according to the present invention, 
Fig. 23 is a table showing the former half of the re- 
lationships between the game start sounds and the 
rotation reel lamp operation group 26 available up- 
on selecting the second information notifying state 
in the processing unit forming part of the slot ma- 
chine according to the present invention, 
Fig. 24 is a table showing the latter half of the rela- 
tionships between the game start sounds and the 
rotation reel lamp operation group 26 available up- 
on selecting the second information notifying state 
in the processing unit forming part of the slot ma- 
chine according to the present invention, 
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Fig. 25 is a table showing a rotation reel lamp op- 
eration pattern "0" to be used tor the second notifi- 
cation of the current game in the processing unit 
forming part of the slot machine according to the 
present invention, 5 
Fig. 26 is a table showing a rotation reel lamp op- 
eration pattern "1 y to be used for the second notifi- 
cation of the current game in the processing unit 
forming part of the slot machine according to the 
present invention, io 
Fig. 27 is a table showing a rotation reel lamp op- 
eration pattern "S* to be used for the second notifi- 
cation of the current game in the processing unit 
forming part of the slot machine according to the 
present invention, 15 
Fig. 28 is a table showing a rotation reel lamp op- 
eration pattern "4 M to be used for the second notifi- 
cation of the current game in the processing unit 
forming part of the slot machine according to the 
present invention, so 
Fig. 29 is a table showing a rotation reel lamp op- 
eration pattern to be used for the first notification of 
the current game in the processing unit forming part 
of the slot machine according to the present inven- 
tion, 25 
Fig. 30 is a timing chart showing the times of the 
. rotation reel lamps, the game condition indication 
LED, and other constitutional elements or parts 
forming an electric circuit of the processing unit 
forming part of the slot machine according to the 30 
present invention. 

Figs. 31 (a) to (c) are tables each showing the rela- 
tionships between the rotatbn reel lamp operation 
pattern and the game condition indication LED pat- 
tern which are used in the process of the processing 35 
unit forming part of the slot machine according to 
the present invention, 

Fig. 32 is a table showing a game condition indica- 
tion LED pattern "O" under the regular game condi- 
tion which is used for the second notification of the 40 
current game in the process of the processing unit 
forming part of the slot machine according to the 
present invention, 

Fig. 33 is a table showing a game condition indica- 
tion LED pattern "1" under the regular game condi- 
Won which is used for the second notification of the 
current game in the process of the processing unit 
forming pan of the slot machine according to the 
present invention, 

Fig. 34 is a table showing a game condition indica- so 
tion LED pattern "2" under the regular game condi- 
tion which is used for the second notification of the 
current game in the process of the processing unit 
forming part of the slot machine according to the 
present invention, ss 
Fig. 35 is a table showing a game condition indica- 
tion LED pattern "3" under the regular game condi- 
tion which is used for the second notification of the 



current game in the process ol the processing unit 
forming part of the slot machine according to the 
present invention, 

Fig. 36 is a table showing a game condition indica- 
tion LED pattern "4" under the regular game condi- 
tion which is used for the second notification of the 
current game in the process of the processing unit 
forming part of the slot machine according to the 
present invention, 

Fig. 37 is a table showing the relationships between 
the game start sounds and the rotation reel lamp 
operation patterns specified to satisfy the bonus 
condition in the process of the processing unit form- 
ing part of the slot machine according to the present 
invention, 

Fig. 38 is a timing chart showing the first lighting 
times of the prize winning indication lamps used in 
the process of the processing unit forming part of 
the slot machine according to the present invention, 
Fig. 39 is a timing chart showing the second lighting 
times of the prize winning indication lamps used in 
the process of the processing unit forming part of 
the slot machine according to the present invention, 
Fig. 40 is a timing chart showing the third lighting 
times of the prize winning indication lamps used in 
the process of the processing unit forming part of 
the slot machine according to the present invention, 
Fig. 41 is a timing chart showing the turning-off time 
of the prize winning indication lamp used in the 
process of the processing unit forming part of the 
slot machine according to the present invention, 
Fig. 42 is a first flow chart partly showing the proc- 
ess of the processing unit forming part of the slot 
machine according to the present invention, 
Fig. 43 is a second flow chart partly showing the 
process of the processing unit forming part of the 
slot machine according to the present invention, 
Fig. 44 is a third flow chart partly showing the proc- 
ess of the processing unit forming part of the slot 
machine according to the present invention, 
Fig. 45 is a first flow chart partly showing the proc- 
ess of controlling the rotation and stop of the rota- 
tion reels shown in Fig. 43, 
Fig. 46 is a second flow chart partly showing the 
process of controlling the rotation and stop of the 
rotation reels shown in Fig. 43, 
Figs. 47(a) to 47(c) are tables showing the relation- 
ships belween the rotation reels and the symbol 
cords assigned to the rotatbn reels and read re- 
spectively by the processing unit forming part of the 
slot machine according to the present invention, 
and 

Fig. 48 is a table showing a hit-expoctation flag 
which is available for the process of the processing 
unit forming part of the slot machine according to 
the present invention, 
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DESCRIPTION OF THE PREFERRED 
EMBODIMENTS 

[0022] The detailed description of the preferred em- 
bodiment according to the present invention applied to 5 
a slot machine called "CT machine" will now be made 
hereinafter with reference to the drawings. 
[0023] Fig. 1 is a front elevational view of the slot ma- 
chine of the preferred embodiment. 
[0024] The slot machine 1 shown in Fig. 1 comprises io 
a front panel 2 having a rear portion which is adapted to 
rotatably support three rotation reels 3, 4 and 5 collec- 
tively constituting part of the shift and display means for 
shitting and displaying a plurality of rows each having 
plurality of symbol marks thereon. Onthe peripheral sur- ^ 
face of each of the rotation reels 3, 4 and 5 is drawn a 
symbol row which is constituied by a plurality of symbol 
marks. Three symbol marks can be observed through 
the respective observation windows 6, 7 and 8 located 
on the Ironl face of the slol machine 1 . At the portion of zo 
the slol machine 1 on the lower and right side of the 
observation windows 6, 7 and 8 is provided a medal in- 
serting slot 9 which serves to have the game player in- 
sert game medals therein. 

[0025] The rotation reels 3 to 5 are best shown in Fig. 25 

2 as collectively constituting a rotation reel unit and are 
independently rotatably mounted on a frame 51 by re- 
spective brackets 52. Each of the rotation reels 3 to 5 
has a rotation reel drum 53 having a peripheral surface 

to which a rotation reel band 54 is adhered. On the outer 30 
surface of the rotation reel band 54 is drawn a symbol 
row constituted by a plurality of different symbol marks. 
Each of the brackets 52 has attached thereto a stepping 
motor 55 enabling each of the rotation reels 3 to 5 to be 
driven to rotate. 35 
[0026] The construction of each of the rotation reels 

3 to 5 is particularly shown in Fig. 3(a). The constitutional 
elements and parts of each of the rotation reels 3 to 5 
shown in Fig. 3(a) are substantially identical to those of 
each of the rotation reels 3 to 5 in Fig. 2 illustrated bear- *o 
ing the reference numerals of the rotation reels 3 to 5 

the same as those of the rotation reels 3 to 5 in Fig. 2 
and will therefore be omitted in description hereinafter. 
The rotation reel drum 53 behind the rotation reel band 
54 has a lamp case 56 therein. Back lamps 57a, 57b, 45 
and 57c are provided in the lamp cases 56. The back 
lamps 57a, 57b, and 57c are mounted in a base plate 
58 as illustrated in Fig. 3 (b). On the bracket 52 is mount- 
ed a photo sensor 59 which is designed to detect an light 
blocking plate 60 mounted on the rotation reel drum 53 so 
passing through the photo sensor 59 as the rotation reel 
drum 53 makes a full rotation. 
[0027] The lighi-on/otf of each of the back lamps 57a 
to 57c is controlled by means of a lamp drive circuit 48 
which will be described hereinafter. Each of the back 5S 
lamps 57a to 57c individually illuminates the respective 
symbol mark drawn on the rotation reel band located 
from behind, thereby enabling three symbol marks to be 



projected in the observation windows 6, 7 and 8. 
[0028] The observation windows 6, 7 and 8 have a 
plurality of prize winning lines in common respectively 
represented by lines in Fig. 1 including: a prize winning 
line L1 horizontally extending over the center of the ar- 
ea; a pair of prize winning lines L2A and L2B disposed 
on the upper and lower sides ot the center prize winning 
line L1; and a pair of cross prize winning lines L3A and 
L3B crossed at oblique angles and traversing the prize 
winning lines L1, L2A and L2B. The insertion of one 
game medal into the medal inserting slot 9 by the game 
player makes only the center prize winning line L1 ef- 
fective in betting as shown in Fig. 4(a). The insertion of 
two game medals into the medal inserting slot 9 the 
game player makes the upper and lower prize winning 
lines L2A and L2B effective in betting in addition to the 
center prize winning line LI as shown in Fig. 4(b). The 
insertion of three game medals into the medal inserting 
slot 9 by the game player makes all of the prize winning 
lines L1, L2A : L2B, L3A and L3B effective in betting as 
shown in Fig. 4(c). At the ends of the prize winning lines 
are disposed effective line indication lamps 23, respec- 
tively (see Fig. 1) which is adapted to light on when any 
of the prize winning lines is made effective in betting, 
thereby making it possible for the game player to recog- 
nize the prize winning line effective in betting. 
[0029] The back lamps 57a to 57c are shown by re- 
spective circles in Figs. 4(a) to 4(c) to be accommodated 
in the rotation reels 3 to 5, respectively. In Figs. 4(a) and 
4(b), the back lamps 57a arranged on the upper line of 
the rotation reels 3, 4 and 5 are represented by the cir- 
cles (1), (2) and (3), respectively. Similarly, the back 
lamps 57b arranged on the intermediate line of the ro- 
tation reels 3, 4 and 5 are shown in Figs. 4(a) and 4(b) 
as being represented by the circles (4), (5) and (6), re- 
spectively. The back lamps 57c arranged on the lower 
line of the rotation reels 3, 4 and 5 are also shown in 
Figs. 4(a) and 4(b) as being represented by the circles 
(7), (8) and (9), respectively. 

[0030] At the left side of the front panel 2 and below 
the observation windows 6 to 8 in Fig. 1 are disposed a 

1 BET switch 10, a 2 BET switch 11 and a max BET 
switch 12. in the event that there are left game medals 
indicated as being credited on a credit indication portion 
13, the aforesaid switches, i.e., the 1 BET switch 10, the 

2 BET switch 11 and the max BET switch 1 2 are turned 
on to bet one, two and three game medals, respectively, 
in one game in place of the game medals inserted into 
the medal inserting slot 9. The credit indication portion 
13 is constituted by 7-segment LEDs (light emitting di- 
ode) corresponding to the digit number of a numerical 
value displayed thereon, and thus is designed to indi- 
cate a medal number credited in the current game. 
[0031] Below the BET switches 10 to 12 on the front 
panel 2 in Fig. 1 are provided a credit/pay-out switch (01 
P switch) 14 and a start lever 15. At the right side of the 
start lever 1 5 or the central portion of the front panel are 
arranged stop buttons 16, 17 and 18. The operation of 
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the C/P switch 14 makes it possible to change over the 
credit/pay-out of the medals. 
[0032] The start lever 1 5 forms part of shift and display 
starting means for starting the display of the rotations of 
the rotation reels 3 to 5 so that the operation of the start 
lever 15 can start all the rotation reels 3 to 5 to rotate 
simultaneously. The stop buttons 16, 17 and 18 are ar- 
ranged with respect to the rotation reels 3 to 5, respec- 
tively, and thus constitute part of stop control means for 
controlling the independently stopping of displaying the 
rotations of the individual rotation reels 3 to 5 in accord- 
ance with the prize winning state determined by the 
prize winning state determining means, which will be de- 
scribed later. The operation of the stop button 16 to 18 
is made effective when the rotation reels 3 to 5 are driv- 
en to rotate at a predetermined rotation speed. This 
means that the game player can individually operated 
the stop buttons 1 6 to 18 to independently stop the ro- 
tation reels 3 to 5 at any time after the operation of the 
stop button 16 to 18 is made effective. 
[0033] At the lower portion of the front panel 2 are pro- 
vided a sound penetrating holes 19 and a medal recep- 
tacle 20. The sound penetrating holes 19 are adapted 
to allow the sound emitted from a speaker housed within 
the slot machine 1 to be emitted out of the slot machine 
1. The medal receptacle 20 serves to reserve game 
medals paid out from a medal paying-out opening 21 
disposed at the upper side of the medal receptacle 20. 
On the front upper portion of the slot machine 1 is pro- 
vided a dividend rate indication portion 22 for indicating 
the number of game medals to be paid out for each of 
prize winnings. 

[0034] t the right side of the rotation reels 3 to 5 on 
the front panel 2 is provided a prize winning indication 
lamp 24 functions to inform the game player of the cur- 
rent game condition such as big prize winning game 
condition and middle prize winning game condition, 
which will be described later, when the prize winning in- 
dication lamp 24 is turn on. The prize winning indication 
lamp 24 is turned on at a predetermined provability by 
a lottery after the bonus game condition such as the big 
prize winning game condition and the middle prize win- 
ning game condition is determined. 
[0035] At the upper side of the dividend rate indication 
portion 22 is provided a game condition indication LED 
25 which is divided into five sections 25a, 25b, 25c, 25d, 
and 25e. The sections 25a, 25b, 25d, and 25e excluding 
the central section 25c have LEDs (A), (B), (G), and (H) 
respectively housed therein; while the central section 
25c has four LEDs (C), (D), (E), and (F) also housed 
therein. 

[0035] Fig. 5 shows an electric circuit which compris- 
es control means for controlling tho gamo processing 
operation of the slot machine 1 according to the present 
embodiment of the present invention, and peripheral de- 
vices (actuators) electrically connected with the control 
means. 

[0037] The control means is mainly constituted by a 



microcomputer 30, hereinafter referred to as simply "mi- 
com", and a plurality of circuits for sampling random 
numbers. The micom 30 has a CPU31 for performing 
control operations on the basis of a predetermined pro- 
S gram, a ROM32 and a RAM33. The ROM32 and the 
RAM33 collectively constitute storage means. The stor- 
age means is designed to store table data having a plu- 
rality of predetermined reference values such as table 
data. The CPU31 is further connected to a clock pulse 
generating circuit 34 for generating a base clock pulse, 
a divider 35, a random number generator 36 for gener- 
ating random numbers within a defined range, and a 
random number sampling circuit 37 lor sampling a sin- 
gle number from the generated random numbers. The 
random number generator 36 and the random number 
sampling circuit 37 collectively constitute random 
number generation means. 

[0038] The micro 30 is operable to control the opera- 
tions of the actuators e.g. , stepping motors 55 for driving 
the rotation reels 3, 4 and 5, a hopper 38 for storing the 
game medals, the game condition indication LED 25, a 
speaker 39, the back lamps 57a to 57c, and the prize 
winning indication lamp 24. The actuators are driven by 
a motor drive circuit 40, a hopper drive circuit 41, an LED 
drive circuit 42, a speaker drive circuit 43, and a lamp 
drive circuit 48, respectively. The drive circuits 40, 41 , 
42 and 43, 48 are connected with the CPU 31 through 
I/O ports of the micom 30. Stepping motors 55 are en- 
ergized in one/two-phase by the motor drive circuit 40 
and each of the stepping motor 55 makes a full rotation 
with a 400-pulse drive signal. 

[0039] The micro 30 is connected with sensors, in- 
cluding a start switch 15S for sensing the rocking oper- 
ation of the start lever 15, a medal sensor 9S for sensing 
the insertion of the game medal(s) into the medal insert- 
ing slot 9, the aforesaid C/P switch 14, a photo sensor 
59, and a reel position sensing circuit 44 for sensing the 
position of each of the rotation reels 3, 4 and 5 by re- 
ceiving signals from the photo sensor 59. 
[0040] The photo sensor 59 detects the light blocking 
plate 60 passing through the photo sensor 59 and thus 
generates a reset pulse as each of the rotation reel 4, 5 
and 5 makes a full rotation. The thus generated reset 
pulse is transmitted to the CPU 31 through the rotation 
reel position sensing circuit 44. The RAM 33 contains 
discrete values specifying position ranges of the rotation 
reels 3, 4 and 5, respectively. The CPU 31 is operated 
to clear the respective value contained in the RAM 33 
to zero upon receiving a reset pulse from any of the ro- 
tation reels 3, 4, and 5, thereby enabling any error 
caused between the value stored in the RAM 33 speci- 
fying a position range of each of symbol marks being 
rotated and the actual position of each of tho stepping 
motors 55 to be eliminated for a full rotation. 
[0041] The micro 30 is further connected with a reel 
stop signal circuit 45 and a payout completion signal cir- 
cuit 46. The reel stop signal circuit 45 and the payout 
completion signal circuit 46 collectively constitute input 
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signal generation means. The reel stop signal circuit 45 
is designed to generate a stop signal to have the respec- 
tive rotation reels 3, 4 and 5 stopped from rotating in 
response to the operation of the stop buttons 16. 17, 
and 1 8, respectively. The payout completion signal cir- s 
cuit 46 is connected with a medal sensing unit 47 for 
counting the number of game medals paid out from the 
hopper 38. The payout completion signal circuit 46 is 
designed to output a payout completion signal to the 
CPU 31 when the number of the game medals actually 10 
paid out, which is input Irom the medal sensing unit 47, 
reaches a predetermined value of the dividend rate. 
[0042] The data stored in the ROM 32 includes se- 
quence programs for game process procedures per- 
formed in the slot machine 1 . In addition, the data stored is 
in the ROM 32 includes data tables such as a prize prob- 
ability table, a symbol mark table, and a winning symbol 
combination table indicative of relationships between 
symbol mark sets and the respective prize winnings. 
[0043] The prize probability table includes data indie- 20 
ative of relationships between segment ranges of the 
random numbers generated by the random number 
generator 36 and the respective prize winning states. 
The prize probability table forms part of random number 
assigning means for assigning the random number 25 
sampled by the random number sampling circuit 37 to 
the respective segment range (hereinafter referred to as 
simply ■segment") representing the prize winning state 
in reference to the prize probability table. The data con- 
tained in the prize probability table is best shown in Fig. 30 
6. The segments of the expected random numbers are 
shown in Fig. 6 as being represented by data rows of 
alphanumeric characters: a1-a3, b1-b3, c1-c3, d1-d3, 
and el -e3 in the data table. The random number assign- 
ing means assigns the random number sampled by the 35 
sampling circuit 37 to the corresponding prize winning 
state in reference to any of the data rows of the prize 
probability table. The insertion of one game medal in 
betting causes the random number assigning means to 
refer to the data raw of "a1-e1 the insertion of two game *o 
medals causes the random number assigning means to 
refer to the data raw of "a2-e2", the insertion of three 
game medals causes the random number assigning 
means to refer to the data raw of "a3-e3\ 
[0044] The segment of the prize probability table that 
the sampled random number belongs determines the 
prize winning state. The prize winning states are repre- 
sented by six kinds of prize winning stale flag, including 
"no-prize" and "replay" prize winning flags, respectively. 
The random number generator 36, the random number so 
sampling circuit 37, the winning probability table, and 
the micom 30 collectively constitute the prize winning 
state determining means for determining a prize winning 
state based on random number lottery. As described 
hereinbefore, the stop control means for controlling the 
stop of the shift and display means to have a predeter- 
mined set of symbol marks shifted and displayed on the 
basis of the prize winning state determined by the prize 



winning state determining means. The prize winning 
states of each kind are generated at a predetermined 
probability according to the setting of the prize probabil- 
ity table. This leads to the fact that the total number of 
game medals paid out in a business day remains ap- 
proximately the same regardless of the skill of the game 
players. 

[0045] Each of the aforesaid alphanumeric characters 
specifies a value. The values, usually defined 
a<b<c<d<e<f<g in the ascending order of size, repre- 
sent the respective segments representative of respec- 
tive prize winning states as shown in Fig. 6. The sam- 
pled random number not greater than a causes the prize 
winning state determining means to request the big 
prize winning state (big hit), thereby setting up the BB 
winning flag. The sampled random number less than a 
but not greater than b causes the prize winning state 
determining means to request the middle prize winning 
state (middle hit), thereby setting up the "RB M prize win- 
ning flag. The sampled random number not less than b 
but not greater than d causes the prize winning state 
determining means to request the small prize winning 
state (small hit). In the case, the sampled random 
number not less than b but not greater than c sets up 
the "plums" prize winning flag, the sampled random 
number not Ies6 than c but not greater than d sets up 
the "bells" prize winning flag. The sampled random 
number not less than d but not greater than e causes 
the prize winning state determining means to request 
"replay" prize winning state, thereby setting up the "re- 
play" winning flag. The sampled random number not 
less than e sets up no-prize winning flag. 
[0046] In general, the game conditions include five 
types: "RB game operation", "regular game in BB oper- 
ation", "regular game", "regular game in RB inner win- 
ning operation", and "regular game in BB inner winning 
operation". 

[0047] "RB" means the aforesaid regular bonus game 
under which the game player can play a bonus game 
composed of a set of games with a plurality of predeter- 
mined high dividend rates. "RB operation" means the 
game condition under which the RB game is played, and 
the game player can win either no-prize or JAC prize. 
"BB" means the aforesaid big bonus game under which 
the game player can repeatedly play a set of the regular 
games and the aforesaid bonus games. "The regular 
game in BB operation" means that the regular game 
condition under which the BB game is played, and the 
game player can win the small prize at a high probability. 
The regular game condition 0 means that the game is 
played under neither of the aforesaid BB nor RB, in 
which neither RB nor BB prize winning flag is set up. 
The "regular game in RB inner winning operation" or 
"regular game in BB inner winning operation" means a 
regular condition under which the predetermined set of 
symbol marks representative of the RB prize or BB prize 
have not yet been stopped and displayed on the prize 
winning line, thereby resulting in that RB game or BB 
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game has not started although RB prize winning flag or 
BB pri7e winning Mag is set up. 
[0048] The symbol mark table is best shown in Fig. 7. 
The symbol mark table is indicative of relationships be- 
tween positions ol each of the rotation reels 3, 4, and 5, 
and the respective symbol marks. Each symbol row of 
the rotation reels is represented by a code number of 0 
to 20 indicating the position of the respective rotation 
reel and each symbol mark is represented by a symbol 
code of A to H. More specifically, the code numbers are 
allocated to (he outer surface of each of the rotation 
reels 3, 4 and 5 equi-distantly spaced apart from one 
another with reference to the position at which the afore- 
said reset pulse is generated. The symbol mark table is 
indicative of relationships between the code numbers 
representing the positions of each of the rotation reels 
3, 4 and 5 and the symbol codes representing the re- 
spective symbol mark. 

[0049] The winning symbol combination table in- 
cludes a plurality of predetermined sets of symbol codes 
(symbol marks) which will be indicated in the dividend 
rate indication portion 22. The winning symbol combi- 
nation table further includes a plurality of predetermined 
sets of symbol codes (symbol marks) representative of 
"li-zhi" state for notifying the game player that that the 
prize winning request is set for the special game condi- 
tion, winning prize judging codes for indicating each of 
the winning prizes, and the numbers of game medals 
awarded for the respective winning states. At the times 
when any of the rotation reels 3, 4 and 5 is stopped from 
rotating, and when the all of the rotation reels 3, 4 and 
5 are stopped from rotating, the winning prize is con- 
firmed with reference to the winning symbol combination 
table. 

[0050] In the present embodiment, the speaker 39, 
the speaker drive circuit 43 and the micom 30 as a whole 
constitute sound generation means which is operative 
to generate any one of game start sounds 1 and 2 as 
effect sound when the rotation reels 3 to 5 in the display 
start to rotate with the operation of the start lever 15. 
The kind of the game start sound thus generated by the 
aforesaid sound generation means is selected in the 
manner described iri detail hereinafter. 
[0051] The game start sounds 1 and 2 are generated 
at the time shown in Fig. 8(a) and output for the period 
of t1 immediately after the prize winning state lottery 
time (see Fig. 8(e)). The start lever 15 must be operated 
at an interval of 12, for instance, 4.1 seconds. The oper- 
ation of the start lever 15 at an interval of less than 12 
after the previous operation (see Fig. 8(d)), a rotation 
reel disable sound is output from the speaker 39 at the 
time shown in Fig. 8(b). Fig 8(c) shows the rotating state 
of the rotation rool last stopped in the previous game. 
The last stopped rotation reel does not start to rotate 
until t2 elapses after the previous start. The game start 
sound is output in the subsequent game simultaneously 
with the start of the last stopped rotatbn reel at an in- 
terval of t2 after the previous start (see Fig. 8(a)). 



[0052] In addition, the sound generation means forms 
part of notifying means is operated to notify the game 
player of predetermined notifying information in notify- 
ing states including a current notifying state and subse- 
5 quent noting states following said current notifying state, 
while the game player is enjoying games including a cur- 
rent game and subsequent games following said current 
game. In the embodiment, the notifying means outputs 
any one of five game sounds: game sound 1, game 
io sound 2, game sound 3, game sound 4 and game sound 
5 during the regular game operation. One game sound 
is selected from the game sounds 1 to 5 through a lottery 
operation run after the input time of the start lever 15 
(see Fig. 9(d)) by subsequent notifying state determin- 
es ing means, which will be described hereinafter. Then the 
notifying means is operated to output the selected game 
sound (see Fig. 9(a)), More specifically, the game sound 
to be sounded in the subsequent game Is selected in 
advance on the basis of the game sound sounded In the 
20 current game. The subsequent notifying state determin- 
ing means is constituted by the micom 30. 
[0053] The game sound 1 , 2, 3, 4 or 5 is output con- 
tinuously during one game. One game starts with the 
insertion of the first game medal in the Xth game and 
25 ends with the insertion of the game medal in the (X+1 ) 
th game. By the lottery operation, the type of the game 
sound to be selected in the subsequent games is select- 
ed, and then stored in the RAM 33 in each game. The 
sound generation means is operated to output the se- 
30 lected type of the game sound with reference to a value 
stored in the RAM 33 at the game medal insertion time 
(see Fig. 9(c)). The rotation reel lamps (1 ) to (9)are light- 
ed on simultaneously with the game medal insertion 
time (see Fig. 9(c)). The rotation reels 3 to 5 start to ro- 
35 tale simultaneously with the start lever input time (see 
Fig. 9(e)). 

[0054] As described hereinbefore, the game sound 1 , 
2, 3, 4 or 5 is output at the game medal insertion time. 
Anyone of the game sounds 1 to 5 other than the current 

40 game sound is output at the game medal insertion time 
t2 at which the game sound is changed over. On the 
other hand, the same game sound continues without in- 
terruption at the medal insertion time t1 at which the 
game sound sounded in the current game is identical 

45 with the game sound to be sounded in the subsequent 
game. The game sound 1 , 2, 3, 4 or 5 is output if the 
game sound is switched to mute at the game medal in- 
sertion time. As will be appreciated from the foregoing 
description, when the current notifying state In the cur- 

50 rent game is identical to the subsequent notifying states 
in said subsequent games, the notifying means (30, 39, 
43) continues to notify the game player of the identical 
notifying state without interruption. 
[0055] Referring to the Fig. 10 of the drawing, there 

55 js shown a timing chart of a mute timing of the game 
sound 1 , 2, 3, 4, or 5. The game sound 1, 2, 3, 4 or 5 
starts to sound (see Fig. 10(a)) and the rotation reel 
lamps (1) to (9) are lighted (see Fig. 10(b)) on at the 
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gam© medal Insertion times t1 and 13 (see Fig. 10(c)). 
Then, the start lever 15 is operated at the time shown 
in Fig. 10(d), and the rotation reel lamps (1) to (9) are 
lighted oft (see Fig. 1 0(b)) at the time t2 approximately 
30 seconds after the rotation reels 3 to 5 are stopped 5 
from rotating (see Fig. 10(e)). Any one of the game 
sounds 1 to 5 currently being sounded is switched to 
mute at the light off time (see 10(a)). 
[0056] The subsequent notifying state determining 
means is designed to determine and select the game 10 
sound to be sounded in the subsequent game (herein- 
after simply referred to as -subsequent game sound") 
by the lottery operation in reference to the game sound 
sounded in the current game (hereinafter simply re- 
ferred to as "current game sound"). That is, the subse- is 
quent determining means is operative to determine and 
select in advance the subsequent notifying states in the 
current game on the basis of the current notifying state 
to be informed by the notifying means. In Fig. 11, there 
is shown a table which indicates combinations of the 20 
current game sounds and the possible subsequent 
game sounds determined as a result of the lottery/se- 
lection. In the table there is stated a variation value 
which means the difference of the subsequent game 
sound number minus the current game number wherein 2$ 
game sound number means any one of the numbers 1 
to 5 indicative of the game sounds 1 to 5. 
[0057] The subsequent notifying state determining 
means selects the game sound 1 , 2, 3, 4, or 5 under the 
three game conditions of "regular game", "regular game 30 
in RB inner winning operation", and "regular game in BB 
inner winning operation". Under game conditions of "RB 
game operation" and "regular game in BB operation" is 
sounded a working sound other than any of the game 
sounds 1 to 5. 35 
[0058] Referring to a table in Fig. 12 : the selection of 
the subsequent game sound (D) will be described in de- 
tail. Firstly, the variation value (C) is selected by the lot- 
tery operation on the basis of the current game condition 
(A) and the current game sound (B). The subsequent *o 
game sound (D) is determined as a result of the addition 
of the variation value (C) to the current game number. 
This leads to the fact that the same game sound will con- 
tinue for a couple of games if the variation value (C) hap- 
pens to be 0 for the games. 45 
[0059] Referring to a table in Fig. 1 3, the lottery oper- 
ation of the game sound 1 , 2, 3, 4, or 5 will be described. 
The lottery operation of the game sound 1, 2, 3, 4, or 5 
is performed after the prize winning state is determined 
through the probability lottery process by the prize win- so 
ning state determining means in the current game. The 
slot machine includes a register which generates ran- 
dom numbers: discrete numbers of 0 to 1 27. In Fig. 1 3* 
there are shown game sound selection probability ta- 
bles indicative of relationships between the game ss 
sounds and the respective segment ranges (hereinafter 
referred to as "segment") of numbers. The lottery oper- 
ation of the game sound 1 to 5 is carried out by sampling 



a random number generated by the register at an arbi- 
trary time. Then, the segment of the game sound selec- 
tion probability table that the sampled random number 
belongs determines the subsequent game sound 
[0060] In Fig. 1 3(a) there is shown a game sound se- 
lection probability table having data used to select the 
subsequent game sound with the current game sound 
of game sound 1. In Fig. 13(b), (c), (d), and (e), there 
are shown the game sound selection probability tables 
used to select the subsequent game sound with the cur- 
rent game sound of game sound 2, 3, 4 and 5, respec- 
tively. Every value stated in the tables is indicative of the 
numerator of the fraction with the denominator of 128 
which is the total number of the random numbers. In Fig. 
1 3(a) there is shown the probability table with the current 
game sound 1 . For instance, the probability of the game 
sound 1 to be selected for the subsequent game sound 
under the "regular game" condition is 80/128. The prob- 
ability of the game sound 5 to be selected for the sub- 
sequent game sound under the "regular game in BB in- 
ner winning operation" condition is 80/128. 
[0061] Referring to the tables shown in Fig. 13, it is 
recognized that the game sound 4 is selected for the 
subsequent game sound only under the game condition 
of "regular game in RB inner winning operation", or "reg- 
ular game in BB inner winning operation". This leads to 
the fact that the game player can confirm that the RB or 
BB inner winning is generated inside the machine by 
hearing the game sound 4. Similarly, the game sound 5 
is selected for the subsequent game sound only under 
the game condition of "regular game in BB inner winning 
operation" so that the game player can confirm that the 
BB inner winning is generated inside the machine by 
hearing the game sound 5. The confirmation of the inner 
winning state made by the game sound is referred to as 
'inner winning confirmation". It is thus noted from the 
foregoing description, the notifying information notified 
by the notifying means is correspondent to specified 
prize winning state determined by the prize winning 
state determining means. 

[0062] As described hereinbefore, the sound genera- 
tion means constitutes notifying means for notifying of 
the game player of notifying information indicative of 
winning state determined by the prize winning state de- 
termining means, i.e., RBor BB inner winning state con- 
firmation in this case. In addition, the game sound se- 
lection probability tables shown in Fig. 13 indicate that 
the game sound 4 or 5 is not always selected for the 
subsequent game sound under the game condition of 
RBor BB inner winning confirmation. In other words, the 
game sound 1 , 2, or 3 may be selected for the subse- 
quent game sound under such game condition. Asa re- 
sult of this, the notifying means serves to notify the game 
player of the probability of the generated inner winning 
state in addition to the inner winning state confirmation. 
As will be appreciated from the foregoing description 
that the notifying means is operative to notify the game 
player of said notifying state corresponding to said prize 
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winning state at a predetermined probability. 
[0063] For instance, in reference to Fig. 13(a), the 
probability of the game sound 5 to be selected for the 
subsequent game sound under the current game con- 
dition of "regular game in BB inner winning operation" 
with the current game sound of the game sound 1 is at 
5/1 28. Similarly, in reference to Fig. 1 3(d), the probabil- 
ity of the game sound 4 to be selected for the subse- 
quent game sound under the current game condition of 
"regular game in RB inner winning operation" with the 
current game sound of the game sound 4 is at 1 28/1 28, 
i.e., 100%. Furthermore, in reference to Fig. 13(e), the 
probability of the game sound 5 to be selected for the 
subsequent game sound under the current game con- 
dition of "regular game in BB inner winning operation" 
with the current game sound of the game sound 5 is at 
128/128, i.e., 100% 

[0064] In addition to the aforesaid notifying means for 
notifying the game sound 1 to 5, there Is provided sec- 
ond notifying means. After the lottery process of the 
game sound 1 to 5, the notifying state of the second no- 
tifying means is determined in reference to the same 
variation value obtained in the aforesaid lottery process. 
The aforesaid sound generation means for generating 
two kinds of the game sounds 1 and 2, the rotation reel 
back lamps 57a to 57c, the lamp drive circuit 48, the 
game condition indication LED25, the LED drive circuit 
42 and the micom 30 as a whole constitutes the second 
notifying means. The second notifying means is de- 
signed to notify the game player of notifying information 
in a current notifying state. 

[0065] The notifying state in the current game (here- 
inafter referred toas 'current notifying state") by the sec- 
ond notifying means is determined on the basis of the 
notifying state to be notified in the subsequent game 
(hereinafter referred to as "subsequent notifying state") 
determined by the subsequent notifying state determin- 
ing means. The game start sound, the rotation reel back 
lamps 57 and the game condition indication LED25 are 
combined to perform an entertaining performance 
(hereinafter referred to as "entertainment") in accord- 
ance with the notifying state. This means that the enter- 
tainment is selected on the basis of the same variation 
value obtained in the lottery process for the subsequent 
game sound 1 to 5, i.e., on the basis of the subsequent 
notifying state. Simultaneously with the selectbn of the 
entertainment to be performed in the subsequent game, 
the four elements of the entertainment such as for ex- 
ample the game start sound, the movements of the first 
rotation reel 3 : the second rotation reel 4, and the third 
rotation reel 5, respectively are selected to be operated. 
[0066] In Fig. 14 there is shown a table showing the 
relationships between the game start sounds and the 
rotation reel lamp operation group numbers. The roup 
numbers of 1 to 26 are assigned to the current game 
sound and six kinds of the prize winning flag. An enter- 
tainment pattern of the game start sound and rotation 
reel lamp operation is determined according to the var- 



iation value and the group number. 
[0067] If the variation value of "-2" is determined by 
the subsequent notifying state determining means, for 
instance, the game sound 1 is selected for the subse- 
5 quent game sound with the current game of the game 
sound 3 while the group number 2 is selected from 
among the group numbers shown in Fig. 14 with the 
"bells" prize winning flag currently set. Similarly, if the 
variation value of "+1 " is determined by the subsequent 

io notifying state determining means, the game sound 2 is 
selected for the subsequent game sound with the cur- 
rent game of the game sound 1 while the group number 
18 is selected from among the group numbers shown in 
Fig. 14 with the "BB" prize winning flag currently set. 

15 [0068] According to the group number of 1 to 26 ob- 
tained in the process of selecting the game start sound 
and rotation reel lamp operation group number; the 
game start sound and rotation reel lamp operation group 
number i to 26 is selected. In Fig. 15 to Fig. 24, there 

20 are shown tables specific to the game start sound and 
rotation reel lamp operation groups. In each of the ta- 
bles, a lottery probability column is provided. Each lot- 
tery probability column is divided into segments. A ran- 
dom number of 0 to 255 generated by the register is 

25 sampled at an arbitrary time. Then, the segment of the 
lottery probability column that the sampled random 
number belongs determines the game start sound and 
rotation reel lamp operation pattern in the current game. 
Every value stated in the lottery probability column is the 

30 numerator of the fraction with the denominator of 256 
which is total number of the probability. 
[0069] If, for instance, the game start sound and rota- 
tion reel lamp operation group number 2 is selected from 
among the group numbers shown in Fig. 1 4 with the var- 

35 iation value of "-2" obtained and the "bells' prize winning 
flag set in the aforesaid case, the table specific to the 
game start sound and rotation reel lamp operation group 
2 in Fig. 15(b) is referred to. In the case, for instance, a 
random number of "71" is thus sampled, the sampled 

40 random number of "71", greater than "50" of (25 + 25), 
a total of the probability values of the first and second 
columns and less than "100" of (25 + 25 + 25), a total of 
the probability values of the first to third columns, be- 
longs to the third segment of the lottery probability col- 

^5 umn, representing the third game start sound and rota- 
tion reel lamp operation pattern. This leads to the fact 
that following game start sound and rotation reel lamp 
operation pattern is selected: the game start sound 1, 
the rotation reel lamp operation pattern 2 with the first 

so rotation reel stopped, the rotation reel lamp operation 
pattern 1 with the second rotation reel stopped, and the 
rotation reel lamp operation pattern 1 with the third ro- 
tation reel stopped. 

[0070] If, the game start sound and rotation reel lamp 
55 operation group number 18 is selected from among the 
group numbers shown in Fig. 14 with the variation value 
of "+1" obtained and the "BB" prize winning flag set in 
the aforesaid case, the table specific to the game start 
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sound and rotation reel lamp operation group 18 in Fig. 
I9(r) is referred to. In the case, lor instance, a random 
number of "123" is thus sampled, the sampled random 
number of M23\ greater than "100" ol (50+50), a total 
of the probability values of tirst and second columns and 
less than '1 50" of (50 + 50 + 50), a total of the probability 
values of the first to third columns, belongs to the third 
segment of the lottery probability column, representing 
third game start sound and rotation reel lamp operation 
pattern is selected from among the patterns shown in 
Fig. 1 9(r). This leads to the fact that following game start 
sound and rotation reel lamp operation pattern is select- 
ed: the game start sound 1, the rotation reel lamp oper- 
ation pattern 1 with the first rotation reel stopped, the 
rotation reel lamp operation pattern 3 with the second 
rotation reel stopped, and the rotation reel lamp opera- 
tion pattern 3 with the third rotation reel stopped. 
[0071] There are provided five types of rotation reel 
lamp operation patterns including rotation reel lamp op- 
eration patterns 0 to 4. In Fig. 25 to 28 there are shown 
tables indicating the rotation reel lamp operation pat- 
terns 0 to 4. As described hereinbefore, the back lamps 
57a arranged on the upper line of the rotation reels 3, 
4, and 5 are shown in Hash pattern" columns as being 
represented by the circles (1), (2) and (3), respectively. 
Similarly, the back lamps 57b arranged on the interme- 
diate line of the rotation reels 3, 4 and 5 are shown in 
the "flash pattern' columns as being represented by the 
circles (4), (5) and (6), respectively. The back lamps 57c 
arranged on the lower line of the rotation reels 3, 4 and 
5 are also shown in the "flash pattern" columns as being 
represented by the circles (7), (8) and (9), respectively. 
The light on state of the lamp is represented by diago- 
nally shaded areas while the light off state is represent- 
ed by non-shaded areas. The tables each includes a 
"stage" column which represents an elapse of time. 
Each of the back lamps 57a to 57c is switched on and 
off at intervals of the stage, for instance, of 75.2 msec. 
[0072] In Fig. 25 there is shown the operation pattern 
0 in which each of the lighted back lamps 57a to 57c on 
the first rotation reel 3 moves downward twice as shown 
in the operation pattern 3 of the rotation reel lamp oper- 
ation pattern table in Fig. 29. In Fig. 26 there is shown 
the operation pattern 1 in which each of the lighted back 
lamps 57a to 57c on the first rotation reel 3 moves down- 
ward once as shown in the operation pattern 1 of the 
rotation reel lamp operation pattern table in Fig. 29. The 
operation pattern 2 has each of the lighted back lamps 
57a to 57c on the first rotation reel 3 not move as shown 
in the operation pattern 2 of the rotation reel lamp oper- 
ation pattern table in Fig. 29. In Fig. 27 there is shown 
the operation pattern 3 in which each of the lighted back 
lamps 57a to 57c on the first rotation reel 3 moves up- 
ward once as shown in the operation pattern 3 of the 
rotation reel lamp operation pattern table in Fig. 29. In 
Fig. 28 there is shown the operation pattern 4 in which 
each of the lighted back tamps 57a to 57c on the first 
rotation reel 3 moves upward twice as shown in the op- 



eration pattern 4 of the rotation reel lamp operation pat- 
tern table in Fig. 29. 

[0073] The downward and upward move of each of 
the lighted back lamps 57a to 57c on the first rotation 
5 reel 3 corresponds to the difference of the subsequent 
game sound number minus the current game sound 
number, i.e., the variation value. 
[0074] The game machine further comprises second 
notifying state determining means constituted by the mi- 
io com 30. As will be appreciated from the foregoing de- 
scription, the micom 30 serves as the subsequent noti- 
fying state determining means and the second notifying 
state determining means. The second notifying state de- 
termining means is operated to determine and select in 

15 advance the current notifying states on the basis of the 
subsequent notifying states determined by the subse- 
quent notifying state determining means. For instance, 
in the aforesaid example, if the game start sound and 
rotation reel lamp operation group number 2 is selected 

20 from among the group numbers shown in Fig. 14 with 
the variation value of '-2" obtained and the "bells' prize 
winning flag set and then, the random number of "71" is 
sampled, the rotation reel lamp operation pattern 2 with 
the first rotation reel stopped, the rotation reel lamp op- 

2S eration pattern 1 with the second rotation reel stopped, 
and the rotation reel lamp operation pattern 1 with the 
third rotation reel stopped are selected by the second 
notifying state determining means. In the case, no en- 
tertainment is made by the rotation reel lamps with the 

30 first rotation reel 3 stopped in the current game, the back 
lamps 57a to 57c of the first rotation reel 3 move down- 
ward once (-1) with the second rotation reel 4 stopped, 
the back lamps 57a to 57c of the f i rst rotation reel 3 move 
downward once (-1) with the third rotation reel 5 

35 stopped. The downward movement is thus performed 
twice (-1 -1 = -2) by the entertainment of the rotation reel 
lamp in the current game, thereby notifying the game 
player of the variation value of "-2". 
[0075] If the game start sound and rotation reel lamp 

40 operation group number 18 is selected from among the 
group numbers shown in Fig. 14 with the variation value 
of "+1 n obtained and the "BB" prize winning flag set and 
the random number of "123 u is sampled in the aforesaid 
case, the rotation reel lamp operation pattern 1 with the 

45 first rotation reel stopped, the rotation reel lamp opera- 
lion pattern 3 with the second rotation reel stopped, and 
the rotation reel lamp operation pattern 3 with the third 
rotation reel stopped are selected by the second notify- 
ing state determining means. In the case, the back 

50 lamps 57a to 57c of the first rotation reel 3 move down- 
ward once (-1 ) with the first rotation reel 3 stopped, the 
back lamps 57a to 57c of the first rotation reel 3 move 
upward once (+1) with the second rotation reel 4 
stopped, the back lamps 57a to 57c of the first rotation 

55 reel 3 move upward once (+1) with the third rotation reel 
5 stopped. The upward movement is thus performed 
once (-1 +1 +1 = +1 ) by the entertainment of the rotation 
reel lamp in the current game, thereby notifying the 
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game player of the variation value of "+1". 
[0076] Referring to the Fig. 30 of the drawing, there 
are shown timing charts of entertainments performed by 
the rotation reel back lamps (t ) to (9) and the game con- 
dition indication LED25. 5 
[0077] The insertion of game medal into the medal in- 
serting slot 9 at the time shown in Fig. 30(j) permits the 
rotation reel back lamps (1 ) to (9) to be lighted on at the 
same time shown in Fig. 30(a) to (i). Then, the start lever 
1 5 is operated at the time shown in the Fig. 30(l), result- 
ing in that the first, second and third rotation reels 3, 4, 
and 5 start to rotate simultaneously at the time shown 
in Fig. 30(s), ((), and (u). With the operation of the first 
stop button 16, the second stop button 17, and the third 
stop button 18 sequentially at the times shown in Fig. 
30(p), (q), and (r), the first, second and third rotation 
reels 3, 4, and 5 are stopped from rotating in response 
to the respective stop buttons as shown in Fig. 30(s), 
(t). and (u). 

[0073] In the rotation reel stop control operation of the 
aforesaid case, the first rotation reel stop button 1 6, the 
second rotation reel stop button 17, and the third rotation 
reel stop button 18 are operated sequentially at the 
times shown in Fig. 30(p), (q), and (r), and the first, sec- 
ond and third rotation reels 3, 4, and 5 are stopped from 
rotating in the same order as shown in Fig. 30(s) ; (t), 
and (u). However, the stop sequence of the first, second 
and third rotation reels 3, 4, and 5 is not limited to the 
embodiment. The first, second and third rotation reels 
3, 4, and 5 may be stopped from rotating with a random 
operation of the stop buttons 16, 17, and 18. For in- 
stance, the first, second and third rotation reels may be 
stopped from rotating sequentially in response to an op- 
eration sequence of the first rotation reel stop button 1 6, 
the third rotation reel stop button 18 and the second ro- 
tation reel stop button 17. 

[0079] In the aforesaid case that the game start sound 
and rotation reel lamp operation group number 2 is se- 
lected from among the group numbers shown in Fig. 14 
with the variation value of B -2" obtained and the "bells" 
prize winning flag set, the entertainment of the rotation 
reel lamps is performed in the following manner. Enter- 
tainment request for the first rotation reel is turned on at 
the stop time of the first rotation reel 3 as shown in Fig. 
30(m), and the rotation reel back lamps (1) to (9) are 
operated to perform entertainment with the rotation reel 
lamp operation pattern 2. With the operation pattern 2, 
no entertainment is performed as described hereinbe- 
fore, and the rotation reel back lamps (1) to (9) remain 
to be lighted off as shown in Fig. 30(a) to (i). 
[0080] Entertainment request for the second rotation 
reel is turned on at the stop time of the second rotation 
reel 4 as shown in Fig. 30(n). On the other hand the 
entertainment of the second rotation reel is not per- 
formed during the period of A in which the entertainment 
of the first rotation reel is not completed. The entertain- 
ment of the first rotation reel is completed, thereby en- 
abling the entertainment of the second rotation reel to 



be performed with the operation pattern 1 as shown in 
Fig. 30(a) to (i). All the rotation reel back lamps (1) to 
(9) are lighted off in the first 75.2 msec, and then only 
the rotation reel back lamp (1) is lighted on in the sub- 
sequent 75.2 msec. In the following 75.2 msec, the ro- 
tation reel back lamps (1) and (4) are lighted on, and 
then the rotation reel back lamps (1), (4), and (7) are 
lighted on in the subsequent 75.2 msec. 
[0081 ] Entertainment request for the third rotation reel 
is turned on at the stop time of the third rotation reel 5 
as shown in Fig. 30(o). On the other hand the entertain- 
ment of the third rotation reel is not performed during 
the period of B in which the entertainment of the second 
rotation reel is not completed. The entertainment of the 
second rotation reel is completed, thereby enabling the 
entertainment of the third rotation reel to be performed 
with the operation pattern 1 as shown in Fig. 30(a) to (i) 
in a similar fashion described hereinbefore. 
[00B2] The game condition indication LED 25 is oper- 
ated in five patterns. The entertainment operation pat- 
tern of the game condition indication LED25 is updated 
according to the rotatbn reel lamp operation in refer- 
ence to the game condition indication LED operation 
pattern table shown in Fig. 31 (a) when the rotation reel 
lamp operation ends. There are provided five rotation 
reel lamp operation patterns: 0 to 4. Assuming that "ro- 
tation reel lamp operation pattern number* with the first 
rotation reel stopped is "n1", "nT takes any value of 0, 
1, 2, 3, and 4 in accordance with the first rotation reel 
lamp operation pattern 0,1,2, 3, or 4. Similarly, assum- 
ing that "rotation reel operation pattern numbers" with 
the second rotatbn reel stopped and "rotation reel lamp 
operation pattern number" with the third rotation reel 
stopped are "n2 tt and H n3", respectively, each of tt n2", 
and "n3 H takes any value of 0, 1 , 2, 3, or 4 in accordance 
with the second and third rotation reel lamp operation 
pattern 0, 1 , 2, 3, or 4. 

[0083] The second notifying state determining means 
is operated to add the value of "rotation reel lamp oper- 
ation pattern - 2" to the value of "rotation real lamp op- 
eration pattern" every time when each of the rotation 
reel lamp operation ends. With the first rotation reel 
stopped, the value of "rotation reel lamp operation pat- 
tern - 2" is "n1 -2" and Ihe value of "total of rotation reel 
lamp operation pattern - 2" is "nl-2", thereby resulting 
in that the value of "rotation reel lamp operation pattern 

- 2" equal to the value of "total of rotation reel lamp op- 
eration pattern - 2". With 'n1 - 2 = S1", the operation of 
the game condition indication LED 25 corresponds to 
the value of Si . On the other hand, with the second ro- 
tation reel stopped, the value of "rotation reel lamp op- 
eration pattern - 2" is M n2-2" and the value of "total of 
rotatbn reel lamp operation pattern - 2" is "(n1 - 2)+(n2 

- 2) = n1 + n2 - 4". With "n1 + n2 - 4 = S2", the operation 
of the game condition indication LED 25 corresponds to 
the value of S2. 

[0084] With the third rotation reel stopped, the value 
of "rotation reel lamp operation pattern - 2" is "r\3-2" and 
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the value of "total of rotatbn reel lamp operation pattern 
- 2" is "(n1 - 2)+(n2 - 2) + (n3 - 2) = n1 + n2 + n3 - 6 U . 
With "n1 + n2 + n3 - 6 = S3", the operation of the game 
condition indication LED 25 corresponds to the value of 
S3. The operation of the game condition indication LED 
25 is cleared with game medal inserted in the subse- 
quent game. 

[0085] Each value of "nf", "n2", and "n3" is in the 
range of 0 to 4, thereby resulting in that each value of 
"n1 - 2", "n2 - 2" and "n3 - 2" belongs to the range of -2 
to 2. In the same manner, the facts that value of "nt + 
n2 - 4 = S2" is in the range of -4 to 4, and that the value 
of "n1 + n2 + n3 - 6 = S3" is in the range of -6 to 6 are 
concluded. 

[0085] A table shown in Fig. 31 (b) indicates relation- 
ships between "total of rotation reel lamp operation pat- 
tern - 2" and "game condition indication LED operation 
pattern ". With the value of "total of rotation reel lamp op- 
eration patlern - 2" not greater than 0, "game condition 
indication LED operation pattern" results in pattern 0. 
With the value of "total of rotation reel lamp operation 
pattern - 2" of "1 ", "2 U , or "3", "game condition indication 
LED operation pattern" results in pattern 1, 2, or 3, re- 
spectively. Furthermore, with the value of "total of rota- 
tion reel lamp operation pattern - 2" not less than 4, 
"game condition indication LED operation pattern* re- 
sults in pattern 4. 

[0087] Referring to Figs. 32 to 36, there are shown 
game condition indication LED operatbn patterns 0 to 
4. LEDs (A) to (H) integrated in the game condition in- 
dication LED 25 are shown in the "flash pattern" col- 
umns as being represented by the circles (A) to (H), re- 
spectively. As described hereinbefore, the LEDs (A) and 
(B) are housed in the left sections 25a and 25b, while 
the four LEDs (C), (D), (E), and (F) housed in the central 
section 25c, the LEDs (G) and (H) are housed in the 
right sections 25d and 25e. The light on state of the 
LEDs (A) to (G) is represented by diagonally shaded ar- 
eas while the light off state of the LEDs (A) to (G) is rep- 
resented by non-shaded areas. Each table includes a 
'stage" column which represents an elapse of time. 
Each of the LEDs (A) to (H) is switched on and off at 
intervals of the stage, for instance, 80.48 msec as 
shown in Figs 32 to 36. 

[0088] In Fig. 32, there is shown the operation pattern 
0 of the game condition indication LED 25 in which the 
LED 25 of LEDs (A) to (H) remains lighted off at each 
stage wilh no entertainment performed. In Fig. 33, there 
is shown the operation pattern 1 of the game condition 
indication LED 25 in which the LED 25 up to the position 
of the LED (B) i.e., the second left section of 25b is light- 
ed on. In Fig. 34, there is shown the operation pattern 
2 of the game condition indication LED 25 in which the 
LED 25 up to position of the LEDs (C) to (F) i.e., the third 
central section of 25c is lighted on. In Fig. 35, there is 
shown the operation pattern 3 of the game condition in- 
dication LED 25 in which the LED 25 up to the position 
of the LED (G) i.e., the fourth left section of 25d is lighted 



on. In Fig. 36, there is shown the operation pattern 4 of 
the game condition indication LED 25 in which the LED 
25 up to the position of the LED (H) i.e., the fifth right 
section of 25 e is lighted on. 
s [0089] A table shown in Fig. 31 (c) indicates examples 
of the entertainment operation of the game condition in- 
dication LED 25, in which each of the rotation reel back 
lamps (1 ) to (9) is operated to perform the entertainment 
operation following rotation reel lamp operation pattern 
10 4 with the first rotation reel 3 stopped at the first stop 
time, thereby resulting in that the value of "rotation reel 
lamp operation pattern - 2" i.e., 4 - 2 comes to be 2 and 
that the value of "total of rotation reel lamp operation 
pattern - 2" comes to be 2. As a consequence of this, 
15 "game condition indication LED operation pattern" be- 
comes pattern 2. The entertainment of the game condi- 
tion indication LED 25 following the pattern 2 is per- 
formed as shown in Fig. 30{k) from the time when the 
entertainment request for the first rotation reel is turned 
20 off (see Fig. 30(m)) until the time when the entertain- 
ment request for the second rotation reel is turned off 
(see Fig. 30(n)). 

[0090] Each of the rotation reel back lamps (1 ) to (9) 
is operated to perform the entertainment operation fol- 

25 lowing the rotation reel lamp operation pattern 1 with the 
second rotation reel 4 slopped at the second stop time, 
thereby resulting in that the value of "rotation reel lamp 
operation pattern - 2" i.e., 1 - 2 comes to be -1 and that 
the value of "total of rotation reel lamp operation pattern 

30 - 2\ i.e., 2 - 1 comes to be 1 . As a consequence of this, 
"game condition indication LED operation pattern" be- 
comes pattern 1 . The entertainment of the game condi- 
tion indication LED 25 following the pattern 1 is per- 
formed as shown in Fig. 30(k) from the time when the 

35 entertainment request for the second rotation reel is 
turned off shown in Fig. 30(n) until the time when the 
entertainment request for the third rotation reel is turned 
off shown in Fig. 30(o). 

[0091] Each of the rotation reel back lamps (1) to (9) 

*o is operated to perform the entertainment operation fol- 
lowing rotation reel lamp operation pattern 2 with the 
third rotation reel 5 stopped at the third stop time, there- 
by resulting in that the value of "rotation reel lamp oper- 
ation pattern - 2" i.e., 2 - 2 comes to be 0 and that the 

45 value of "total of rotation reel lamp operation pattern - 
2", i.e., 2-1+0 comes to be 1. As a consequence of 
this, "game condition indication LED operation pattern" 
becomes pattern 1 . The entertainment of the game con- 
dition indication LED 25 following the pattern 1 is per- 

50 formed as shown in Fig. 30(k) from the time when the 
entertainment request for the third rotation reel is turned 
off (see Fig. 30(o)). The game condition indication by 
the game condition indication LED 25 is cleared at the 
game medal insertion time in the subsequent game. 

55 [0092] The aforesaid game condition indication by the 
game condition indication LED 25 is performed in ac- 
cordance with the difference of the subsequent game 
sound number minus the current game sound number, 
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i.e., the variation value in the same manner as the en- 
tertainment indication by the rotation reel back lamps 
(1) to (9). This leads to the fact that the game condition 
indication LED 25 of LEDs (A) lo (H) is lighted on in- 
creasingly extending in the right direction with the larger 
variation value while the game condition indication LED 
25 of LEDs (A) to (H) is lighted on the less extending in 
the right direction with the smaller variation value 
[0093] The prize winning indication lamp 24 is lighted 
on with bonus condition satisfied. The bonus condition 
includes two requirements: one requirement that any of 
specified combination patterns of "the game start sound 
and the rotation reel lamp operation" is performed and 
the other requirement is that any of specified game 
sounds is output in the subsequent game. In other 
words, the prize winning indication lamp 24 is lighted on 
at the confirmation operation time in accordance with 
two requirements of the bonus condition completed. 
[0094] In Fig. 37 there Is shown the specified combi- 
nation patterns of "the game start sound and the rotation 
reel lamp operation", which are entertaining combina- 
tions of the game start sound and the rotation reel lamp 
operation generated only under the game condition of 
the BB or RB inner winning operation. The specified 
game sounds include game sound 4 and game sound 5. 
[0095] As described beforehand, with the bonus con- 
dition satisfied, the prize winning indication lamp 24 is 
lighted on at the confirmation operation time in accord- 
ance with the satisfied condition and not lighted off until 
the BB or RB game starts. 

[0096] This means that any of the specified combina- 
tion patterns of "game start sound and rotation reel lamp 
operation" performed, thereby causing that the prize 
winning indication lamp 24 is lighted on (see Fig. 38(a)) 
with all the rotation reels 3 to 5 stopped (see Fig. 38(f)) 
at the time when the entertainment of the rotation reel 
lamps (1) to (9) ends (see Fig. 38(h)). Here, whether the 
specified combination pattern of "game start sound and 
rotation reel lamp operation" is performed or not is 
judged simply by the comparison with the patterns 
shown in Fig. 37. The rotation of each of the rotation 
reels 3 to 5 (see Fig. 38(f)) is started at the input time of 
the start lever 15 (see Fig. 38(e)) and stopped in re- 
sponse to the operation of the stop buttons 16, 17 and 
18 (see Fig. 38(g)). The entertainment operation of the 
rotation reel lamps (1) to (9) is performed in response 
to the respective stop buttons 16, 17 and 18 (see Fig. 
38(h)) as described hereinbetore. The game sound 1 to 
5 (see Fig. 38(c)) is switched over at each time when 
game medal is inserted (see Fig. 38(d)). In this example, 
start sound of confirmed game sound is not output (see 
Fig. 38(b)). 

[0097] With the specified game sound 4 or 5 output, 
the prize winning indication lamp 24 is lighted on (see 
Fig. 39(a)) at the time when the first game medal is in- 
serted for the subsequent game (see Fig. 39(d)). At this 
time, the start sound of confirmed game sound is once 
output (see Fig. 39(b)). The priority of the start sound of 



confirmed game sound is higher than that of the game 
sound 4 or5. This leads to the fact that the game sound 
4 or 5 is not output during the period T in which the start 
sound of the confirmed game sound is output (see Fig. 
5 39(c)). 

[0098] With any of the specified combinations of 
"game start sound and rotation reel lamp operation" is 
performed, and with any of the specified game sound 4 
or 5 output in the subsequent game, the prize winning 

io indicatbn lamp 24 is lighted on (see Fig. 40 (a)) after 
the entertainment operation of the rotation reel lamps 
(1 ) to (9) ends (see Fig. 40(h)). Then, the start sound of 
confirmed game sound is once output at (see Fig. 40(b)) 
at the time when the first game medal is inserted (see 

is Fig. 40(d)). 

[0099] Regardless of the requirements of the satislied 
bonus condition, with which the prize winning indication 
lamp 24 is lighted on, the prize winning indication lamp 
24 Is lighted off at the same time shown in the timing 

20 chart in Fig. 41. This means that the prize winning indi- 
cation lamp 24 is lighted off (see Fig. 41 (a)) at the time 
when BB or RB game operation ends (see Fig. 41 (i)) 
after the game medal is paid out (see Fig. 41(h)). At this 
time, the game sound stops (see Fig. 41(b)). 

25 [01 00] The operation of the micom 30 of the preferred 
embodiment according to the present invention will be 
described hereinafter. 

[01 01] The micom 30 is operated to control the game 
machine having the steps shown in Figs. 42 and 44 as 
30 follows. 

[0102] Firstly, the judgment is made by the CPU 31 
upon whether game medal is inserted/BET switch is op- 
erated or not (see Fig. 42. step S101,). In other words, 
in the step S101, the judgment is made by the CPU 31 

35 upon whether a signal from the medal sensor 9S for hav- 
ing sensed the insertion of the game medal(s) into the 
medal inserting slot 9 or a signal from the Bet switch 1 0, 
11, or 12 for having game medal(s) invested in betting 
is received or not. If the judgment is made by the CPU 

40 31 YES, the step S101 proceeds to the step S102 
wherein all the back lamps 57a, 57b and 57c are lighted 
on by the lamp drive circuit 48 following the instruction 
of the CPU31 (S102). The game condition indication 
LED 25 stops performing entertainment if the entertain- 

45 ment is in process (SI 03). 

[0103] In the step S104, the judgment is by the CPU 
31 upon whether the game process is performed for the 
first time since the slot machine 1 is turned on or not 
(SI 04). If the judgment is made by the CPU 31 that the 

so game process is performed for the first time since the 
slot machine 1 is turned on, the step S104 goes forward 
to the step S105 wherein the speaker drive circuit 43 is 
controlled by the CPU 31 and the game sound 1 is out- 
put from the speaker 39 as an initial game sound (S105). 

55 Otherwise, the step S1 04 goes forward to the step S1 06 
wherein one of the game sounds 1 to 5. selected for the 
subsequent game sound by the notifying state determin- 
ing means in the previous game is output as a current 
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game sound (SI 06). The subsequent game sound is se- 
lected from the game sounds 1 to 5 in the step S109, 
which will be described hereinafter, and output from the 
sound penetrating hole 19 on the lower and front side 
of the front panel, thereby enabling the game player to s 
hear it. 

[0104] In the step S107, the judgment is made by the 
CPU 31 upon whether the start lever 15 is operated or 
not, in reference to an input signal transmitted from the 
start switch 15S (S107). 10 
[01 05] If the judgment is made by the CPU 31 that the 
start lever 42 is operated, the step S107 goes forward 
to the step SI 08 wherein the prize winning state is de- 
termined by the prize winning state determining means 
(probability lottery process)(S108). As described here- is 
inbefore, the segment of the prize probability table (see 
Fig. 6) which the random number sampled by the ran- 
dom number sampling circuit 37 belongs to determines 
the prize winning state in the probability lottery process. 
The prize winning state determined by the prize winning 20 
state determining causes the corresponding prize win- 
ning request flag to be setup. There are provided six 
types of the winning request flags such as 'no-prize', 
"replay", •bells", 'plums", "RB", and "BB. One of the 
aforesaid winning request flags is set in the predeter- 2s 
mined area of the RAM33. 

[01 06] When the prize winning state is determined by 
the prize winning state determining means, the step 
S108 goes forward to the step S109 wherein the sub- 
sequent game sound 1 to 5 is selected (S109). As de- 30 
scribed hereinbefore, the subsequent game sound is 
determined in reference to the game sound lottery table 
as shown in Fig. 13 as follows. Firstly, the variation value 
is determined by lottery on the basis of the random num- 
bers of 0 to 127 output from the register. Secondly, the 35 
subsequent game sound is determined in reference to 
the variation value. 

[0107] The step S109 goes forward to the step St 10 
wherein the combination of the game start sound and 
the operation pattern of the rotation reel back lamps (1 ) 40 
to (9) is determined by the second notifying state deter- 
mining means (S110). As stated hereinbefore, the op- 
eration pattern is determined in the following manner. 
Firstly, in reference to the table for selecting the game 
stan sound and the rotation reel lamp operation group <s 
number shown in Fig. 14, the corresponding group 
number is selected from the numbers of 1 to 26 on the 
basis of the variation value used for determining the sub- 
sequent game sound, and the current game sound. Sec- 
ondly, in reference to the table for selecting gamo start so 
sound and rotation reel lamp operation group 1 to 26 
shown in Figs. 15 to 24, the current game start sound 
and rotation reel lamp operation pattern are determined 
on the basis of the previously selected number by lot- 
tery, using the random number of 0 to 255output from ss 
the register. 

[0108] In the step S111, the speaker drive circuit 43 
is controlled by the CPU and the game start sound 1 or 



2 determined in the step S110 is output through the 
speaker 39 at the time specified in Fig. 8 (Sill). 
[0109] In the step S112, the first, second and third ro- 
tation reels 3, 4, and 5 are driven to rotate by the step- 
ping motors 55 and start rotating simultaneously (Sf 12). 
The step S112 goes forward to the step S113 wherein 
the stop control operation for each of the rotation reels 
3, 4, and 5 is performed (rotation reel stop control proc- 
ess) (S113). Referring to Figs. 45 and 46 of the draw- 
ings, the rotation reel stop control will be described in 
details hereinafter. 

[0110] As described hereinbefore, the operation of 
each of the stop buttons 1 6 to 1 8 is detected by the CPU 
31 through the rotation reel stop signal circuit 45. In the 
step S131, the judgment is made by the CPU 31 upon 
whether the stop button 16 of the first rotation reel 3 is 
turned on or not (see Fig. 45, Si 31 ). If the judgment is 
made by the CPU 31 that the stop button 16 is turned 
on, the step Si 31 goes forward to the step S1 32 wherein 
the stop control process of the first rotation reel 3 is per- 
formed (S1 32). In other words, the number of drive puls- 
es supplied to the stepping motor 55 of the first rotation 
reel 3 is read from the RAM 33 when the stop button 16 
of the first rotation reel 3 is operated by the game player, 
and the current position of the first rotation reel 3 is de- 
tected. Then, with reference to the detected position of 
the first rotation reel 3, three symbol marks appeared in 
the observation window 6 are determined on the basis 
of the symbol mark table (see Fig. 7) using symbol 
codes. 

[0111] At this time, if the big prize winning request flag 
is set, the judgment is made by the CPU 31 upon wheth- 
er any of the symbol marks constituting the big prize win- 
ning state is located on any of the effective prize winning 
lines of the observation window 6 or not. Also, if the me- 
dium prize or small prize winning request flag is set, the 
judgment is made by the CPU 31 upon whether any of 
the symbol marks constituting the medium prize or small 
prize winning state is located on any of the effective 
prize winning lines of the observation window 6 in the 
same manner If the judgment is made by the CPU 31 
that the target symbol mark constituting the concerned 
prize winning state is located on any of the effective 
prize winning lines, the CPU31 immediately stops the 
first rotation reel 3 Irom rotating. There is provided an- 
other alternative to the aforesaid method in considera- 
tion of the fact that the first rotation reel 3 may fail to be 
immediately stopped from rotating, i.e., the judgment 
may be made by the CPU 31 upon whether any of the 
symbol marks constituting the prize winning state is lo- 
cated up to a couple of symbol marks prior to the prize 
winning line or not. 

[0112] If the judgment is made by the CPU 31 that the 
target symbol mark constituting the concerned prize 
winning state is not located on any of the effective prize 
winning lines of the observation window 6, each of sym- 
bol marks to be appeared on any of the effective prize 
winning lines is checked for every rotation angle of the 
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first rotation reel 3 up to four symbol marks. If the judg- 
ment is made by the CPU 31 that the target symbol mark 
representative of the concerned prize winning request 
flag is located up to four symbol marks, the CPU is .op- 
erated to control shift and display means so that the first s 
rotation reel 3 is rotated for the number of symbol marks, 
and then stopped from rotating. The shift control proc- 
ess is performed in the same manner when the stop con- 
trol operation is performed for the second and third ro- 
tation reels 4 and 5. io 
[01 13] In the step Si 33, the entertainment request for 
the first rotation reel is turned on at the time shown in 
Fig. 30 (m) (S1 33). The step S1 33 proceeds to the step 
S1 34 wherein the entertainment process for the first ro- 
tation reel back lamps (1) to (9) is performed in accord- is 
ance with the reel lamp operation pattern determined in 
the step Si 10 (Si 34). The entertainment process is per- 
formed in accordance with any of the operation patterns 
0 to 4 shown in Figs. 25 to 28 as described hereinbefore. 
In this step, for instance, il the game start sound/rotation so 
reel lamp operation group number 2 is selected from the 
variation value of "-2 M and the "bells" prize winning flag, 
the light-on/off of each of the back lamps (1) to (9) is 
controlled in accordance with the rotation reel lamp op- 
eration pattern 2 as shown in Figs. 30 (a) to (i) when the 2s 
first rotation reel is stopped from rotating. In other words, 
all the back lamps (1) to (9) are turned off as described 
hereinbefore. 

[0114] In the step S135, the judgment is made by the 
CPU 31 upon whether the stop button 1 7 of the second 30 
rotation reel 4 is turned on or not (S135). If the judgment 
is made by the CPU 31 that the stop button 17 is turned 
on, the step S136 goes forwards to the step S136 
wherein the stop control process is performed for the 
second rotation reel 4 (S1 36). At this time, with the sec- 3S 
ond rotation reel 4 rotating, every possible combination 
of symbol marks of symbol codes 0 to 20 of the second 
rotation reel 4 which may appear on the center prize win- 
ning linen L1 of the observation window 7 and the sym- 
bol marks of the first rotation reel 3 stopped on the ef- «o 
fective prize winning line is read from the RAM 33 using 
the symbol code. On the other hand, for the third rotation 
reel 5, a rotation code indicating that the rotation reel is 
rotating is read from the RAM 33. The second rotation 
reel 4 is assumed to be stopped from rotating by means *s 
of the stop control operation, thereby resulting that the 
anticipated symbol codes are read from the RAM 33 in 
place of the rotation code, although the second rotation 
reel 4 is still rotating. 

[0115] When every possible combination of symbol 50 
codes is read from the RAM 33, the possible prize win- 
ning state corresponding to each of the combinations of 
symbol codes is sequentially judged on the basis of tho 
aforesaid winning symbol combination table. For in- 
stance, if the first rotation reel 3 is stopped from rotating 55 
as shown in Fig. 47(a), each of the combination patterns 
of 21 possible stop positions of the second rotation reel 
4 and the known position of the first rotation reel 3 is 



sequentially checked. If the second rotation reel 4 is 
stopped from rotating with the result that the symbol 
mark of the code number n 5" is displayed in the middle 
of the observation window 7, the respective combina- 
tions of symbol codes appeared on each of the effective 
prize winning line L1 , L2A, L2B, L3A, and L3Bare shown 
in Fig. 47 (c). 

[0116] In Fig. 47(c), although the position of the third 
rotation reel 5 is shown with the rotation code, two pos- 
sible prize winning states, Le., the big prize winning 
state of W A-A-A" on the effective prize winning line L2A 
and the small prize winning state of "E-E-E' on the ef- 
fective prize winning line L2B can be anticipated. As a 
result, for the code number "5" of the second rotation 
reel 4, expectation flags of the big prize winning state 
and the small prize winning state are set as shown in 
Fig. 48. Presence or absence of such expectation flag 
is checked for all the possible code numbers of the sec- 
ond rotation reel 4 and the concerned data is stored in 
the RAM 33. 

[0117] When the second rotation reel 4 is stopped 
from rotating by means of the stop control operation, the 
expectation flags stored in the RAM 33 are referred to. 
In other words, when the operation of the stop button 17 
of the second rotation reel 4 by the game player is de- 
tected, all the expectation flags related to the code num- 
bers of the second rotation reel 4 is referred to. If the big 
prize winning state is expected, the second rotation reel 
4 is stopped from rotating by means of the stop control 
operation so that the set of symbol marks representative 
of the big prize winning state are stopped and displayed 
on the effective prize winning line. 
[0118] When the aforesaid rotation reel stop control 
process is completed, the step S136 proceeds to the 
step S137, wherein the entertainment request for the 
second rotation reel is turned on at the time shown in 
Fig. 30 (n) (S1 37). The step S1 37 proceeds to the step 
S1 38 wherein the judgment is made by the CPU 31 upon 
whether the entertainment request for the first rotation 
reel turned on in the step Si 33 is turned off or not, i.e., 
the entertainment operation by means of the rotation 
reel lamp operation is completed or not when the first 
rotation reel is stopped from rotating (S138). If the judg- 
ment is made by the CPU 31 that the entertainment re- 
quest tor the first rotation reel is not turned off, a time 
waiting process is performed to wait until the entertain- 
ment request is turned off. 

[0119] It the judgment is made by the CPU 31 that the 
entertainment request for the first rotation reel is turned 
off, the step S1 38 goes forward to the step S 1 39 wherein 
the entertainment process for the second rotation reel 
back lamps (1) to (9) is performed (S139). In the afore- 
said case when the game start sound/rotation reel lamp 
operation group number 2 is selected from the variation 
value of *-2" and the "bells* prize winning flag, the light- 
on/off of each of the back lamps (1 ) to (9) is controlled 
in accordance with the rotation reel lamp operation pat- 
tern T as shown in Figs. 30 (a) to (i) when the second 
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rotation reel is stopped from rotating. In other words, the 
back lamps (1), (4) and (7) of the first rotation reel 3 
move downward once (-1) as described hereinbefore. 
[0120] In the step S140. the entertainment operation 
pattern of the game condition indication LED 25 is de- s 
termihed (S140). As described hereinbefore, the oper- 
ation pattern is determined on the basis of the value of 
tho "total of rotation reel lamp operation pattern - 2", 
which is incremented by the 'rotation reel lamp opera- 
tion pattern - 2" each time when the rotation reel lamp 10 
operation is completed, in reference to the game condi- 
tion indication LED operation table shown in Fig. 31(a). 
I n the step S1 41 , the entertainment process of the game 
condition indication LED 25 is performed at the time 
shown in Fig. 30 (k) in accordance with the entertain- '5 
ment operation pattern determined in the step S140 
(S141). The entertainment process is performed in ac- 
cordance with any of the operation patterns 0 to 4 shown 
in Figs. 25 to 28 as described hereinbefore. 
[0121] In the step S142, the judgment is made by the 20 
CPU 31 upon whether the stop button 18 of the third 
rotation reel 5 is turned on or not (S142). If the judgment 
is made by the CPU 31 that the stop button 1 8 is turned 
on, the step S1 42 goes forward to the step S1 43 wherein 
the stop control process is performed for the third rota- ^ 5 
tion reel 5 (S143). By this lime, the first and second ro- 
tation reels 3, 4 have already been stopped from rotat- 
ing, thereby making it possible for the combination of 
their symbol marks to be known. Every possible combi- 
nation of symbol marks of symbol codes 0 to 20 of the 30 
third rotation reel 5 and the known set of the remaining 
symbol marks of the first and second rotation reels 3 
and 4 is checked and the respective prize winning state 
corresponding to each of the aforesaid combination is 
sequentially judged. A prize winning expectation flag is 35 
set in the same manner as shown in Fig. 48. 
[0122] When the stop button 18 of the third rotation 
reel 5 is operated by the game player, the prize winning 
expectation flag is referred to. At this time, if the big prize 
winning expectation flag is set, the third rotation reel 5 *o 
is stopped from rotating by means of the stop control 
operation on the basis of the aforesaid expectation flag 
so that the set of symbol marks representative of the big 
prize winning state are stopped and displayed on the 
effective prize winning line. The stop control operation *5 
is operated to stop the third rotation reel 5 from rotating 
so that the set of the symbol marks representative of the 
target prize winning expectation flag could be stopped 
and displayed and, in addition, the set of tho symbol 
marks representative of the prize winning state which so 
the target expectation flag does not indicate will not be 
stopped and displayed. 

[0123] As a result of the first, second and third rotation 
reel stop control processes performed in the steps 
S132, S136, and S142, each of the first, second and 55 
third rotation rools is controlled so that the set of symbol 
marks representative of any of the prize winning states 
will not be slopped and displayed on any of the prize 



winning lines if the prize winning flag indicates "no- 
prize". In addition, as a result of the aforesaid rotation 
reel stop control process, each of the first, second and 
third rotation reels is controlled so that the set of symbol 
marks representative of the "bells" or "plums" prize win- 
ning states will be stopped and displayed on any of the 
prize winning lines if the prize winning flag indicates 
"bells" or "plums". Furthermore, as a result of the afore- 
said rotation reel stop control process, each of the first, 
second and third rotation reels is controlled so that the 
set of symbol marks of "7° or particular character symbol 
will be stopped and displayed in line on any of the prize 
winning lines if the prize winning flag indicates a RB" or 
■BB\ 

[0124] When the aforesaid rotatbn reel stop control 
process is completed, the step S1 43 goes forward to the 
step SI 44, wherein the entertainment request for the 
third rotation reel is turned on at the time shown in Fig. 
30 (o) ( S 1 44) . The st ep S 1 44 proceeds to the step S 1 45 
wherein the judgment is made by the CPU 31 upon 
whether the entertainment request for the second rota- 
tion reel turned on in the step S137 is turned off or not, 
i.e., the entertainment operation by means of the rota- 
tion reel lamp operation is completed or not when the 
second rotation reel is stopped from rotating (S145). If 
the judgment is made by the CPU 31 that the entertain- 
ment request for the second rotation reel is not turned 
off, a time waiting process is performed to wait until the 
entertainment request is turned off. 
[01 25] If the judgment is made by the CPU 31 that the 
entertainment request for the second rotation reel is 
turned off, the step S145 goes forward to the step S146 
wherein the entertainment process for the third rotation 
reel back lamps (1) to (9) is performed (S146). In the 
aforesaid case when the game start sound/rotation reel 
lamp operation group number 2 is selected from the var- 
iation value of "-2" and the "bells" prize winning flag, the 
light-on/off of each of the back lamps (1) to (9) is con- 
trolled in accordance with the rotation reel lamp opera- 
tion pattern 1 as shown in Figs. 30 (a) to (i) when the 
third rotation reel is stopped from rotating. In other 
words, the back lamps (1 ), (4) and (7) of the third rotation 
reel 3 move downward once (-1) as described herein- 
before. 

[0126] In the step S147, the entertainment operation 
pattern of the game condition indication LED 25 is de- 
termined (S147). As described hereinbefore, the oper- 
ation pattern is determined on the basis of the value of 
the "total of rotation reel lamp operation pattern - 2", 
which is incremented by the "rotation reel lamp opera- 
tion pattern - 2" each time when the rotation reel lamp 
operation is completed. The step S147 proceeds to the 
step S148 wherein the entertainment process of the 
game condition indication LED 25 is performed at the 
time shown in Fig. 30 (k) in accordance with the enter- 
tainment operation pattern determined in the step S1 47 
(S148). 

[0127] The step S148 proceeds to the step S149 
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wherein the judgment is made by the CPU 31 upon 
whether the entertainment request tor the third rotation 
reel turned on in the step S144 is turned oft or not, i.e., 
the entertainment operation by means of the rotation 
reel lamp operation is completed or not when the third 
rotation reel is stopped from rotating (S149). If the judg- 
ment is made by the CPU 31 that the entertainment re- 
quest for the third rotation reel is not turned off, a time 
waiting process is performed to wait until the entertain- 
ment request is turned off. 

[0128] If the judgment is made by the CPU 31 that the 
entertainment request for the third rotation reel is turned 
off , the step S149 goes forward to the stepSI 50 wherein 
the entertainment process for the third rotation reel back 
lamps (1) to (9) started in the step S146 is completed 
(S150). In the step S151, the entertainment operation 
pattern of the game condition indication LED 25 is de- 
termined (S151). As described hereinbefore, the oper- 
ation pattern is determined on the basis of the value of 
the "total of rotation reel lamp operation pattern - 2", 
which is incremented by the "rotation reel lamp opera- 
tion pattern - 2" each time when the rotation reel lamp 
operation is completed. The step S151 proceeds to the 
step S152 wherein the entertainment process of the 
game condition indication LED 25 is performed at the 
time shown in Fig. 30 (k) in accordance with the enter- 
tainment-operation pattern determined in the step S1 51 
(S152). The entertainment process is completed at the 
time when the first game medal is inserted for the sub- 
sequent game in the aforesaid step S103 
[0129] The rotation reel stop control process in the 
step S1 13 shown in Fig. 43 is thus completed. Then, the 
step S1 13 proceeds to the step S114 wherein the judg- 
ment is made by the CPU 31 upon whether the bonus 
condition is satisfied or not (S114). As described here- 
inbefore, the bonus condition is satisfied when the spec- 
ified combination ot "the game start sound and rotation 
reel operation" is performed according to the table 
shown in Fig. 37 and the specified game sounds 4 and 
5 are to be output in the subsequent game. If the bonus 
condition is satisfied, the step S11 4 goes forward to the 
S 1 1 5 wherein the prize winning indication lamp 24 lights 
on at the time of the confirmation operation as shown in 
one of Figs. 38 and 40 according to the satisfied bonus 
condition (S115). Then, the step S115 goes forward to 
the S116 wherein the start sound of confirmed game 
sound is output once from the speaker 39 at the time 
shown in one of Figs. 38 and 40 according to the satis- 
fied bonus condition (S116). The step Si 16 proceeds to 
the stepS117. 

[0130] Also, if the judgment is made by the CPU 31 
that the bonus condition is not satisfied, the step S114 
goes forward to the step S117 wherein the judgment is 
made by the CPU 31 upon whether the set of symbol 
marks stopped and displayed on the prize winning line 
correspond to the determined prize winn ing state or not, 
with reference to the winning symbol combination table 
(S117). The stop positions ol the rotation reels are not 



determined by the rotation reel stop control operation 
alone. The operation time of each of the stop burtons 16 
to 18 by the game player also affects the stop positions 
of the rotation reels. This means that although the prize 
s winning flag may be set as a result of the lottery opera- 
tion using random numbers, if each of the stoop buttons 
16 to 18 is not operated at the appropriate time, the set 
of symbol marks representative of the determined prize 
winning state will not be stopped and displayed on the 
to prize winning line, thus resulting in no prize. As de- 
scribed hereinbefore, the shift control operation can be 
performed up to lour symbol marks. This leads to the 
fact that the prize winning state cannot be won if the 
target symbol marks representative of the concerned 
is prize winning state is not bcated within the four symbol 
marks. 

[0131] If the judgment is made by the CPU 31 that the 
set of symbol marks stopped and displayed on the prize 
winning line do not correspond to the determined prize 
winning state, i.e. the judgment is made by the CPU 31 
that no prize is won in the step S117, the step S117 goes 
back to the S101. Otherwise, the step S117 goes for- 
ward to the S118 wherein the judgment is made by the 
CPU 31 upon whether the "replay game" prize is won or 
not. If the judgment is made by the CPU 31 that the "re- 
play game" prize is won, the step S1 18 goes forward to 
the step S107 of waiting for the operation of the start 
lever 15 (S118). Otherwise, the step S118 goes forward 
to the S1 19 wherein the CPU 31 is operated to control 
the hopper drive circuit 41 with the result that the pre- 
determined number of game medals is paid out to the 
medal catch plate 20 (see Fig. 44, step S119). The 
check process of the bonus condition performed in the 
steps 1 1 4, 1 1 5 and 1 1 6 in the flowchart can be done after 
the rotation reel stop control process (S113). The check 
process also can be done after the medal payout proc- 
ess of the S119. 

[0132] For instance, with the "bells* prize of the small 
prize winning won, 6 game medals, with the "plums" 
prize of the small prize winning won, 8 game medals are 
paid out. With the 'BB" or "RB N prize of the big prize 
winning won, 15 game medals are paid out. 
[0133] Then the step S119 goes forward to the step 
S1 20 wherein the judgment is made by the CPU 31 upon 
whether the BB game condition is won or not (SI 20). If 
the judgment is made by the CPU 31 that the BB game 
condition is won, the step S120 goes forward to the 
Si 21 wherein the game condition is changed over to the 
BB game condition and then the game is played under 
the BB game condition (S121). Otherwise, the step 
S1 20 goes forward to the S1 22 wherein the judgment is 
made by the CPU 31 upon whether the RB game con- 
dition is won or not (S122). If the judgment is made by 
the CPU 31 that the RB game condition is won, the step 
S1 22 proceeds to the S1 23 wherein the game condition 
is changed over to the RB game condition and then the 
game is played under the RB game condition (S123). 
When the BB or RB game condition is over, the prize 
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winning indication lamp 24 lights off at the time shown 
in Fig. 41 (S124). Then, the slot machine continues to 
operate in the process as described hereinbefore. 
[01 34] In the embodiment according to the present in- 
vention, as described hereinbefore, the subsequent s 
game sound 1 to 5 is selected in the current game by 
the subsequent notilying state determining means on 
the basis of the current game sound 1 to 5 in the step 
SI 09. One of the game sounds 1 to 5 selected for the 
subsequent game sound by the notifying state determin- io 
ing means in the previous game is notified as a current 
game sound in the step 106. This leads to the tact that 
a notification notified in the current game (hereinafter 
simply referred to as "current notification") can be asso- 
ciated with a notification to be notified in the subsequent 1$ 
game (hereinafter simply referred to as "subsequent no- 
tification"). In the conventional game machine, in which 
the subsequent notification is notified independent from 
the current notification, the contents of the current noti- 
fication is interrupted when the subsequent notification 20 
starts. On the other hand, the game machine of the em- 
bodiment is improved in that the contents of the current 
notification is related with that of the subsequent notifi- 
cation, thereby preventing the current notification from 
being ended in the current game alone. The game ma- 25 
chine of the embodiment thus enhances the fun of the 
games thereby enabling to afford the game players ex- 
tensive amusement of the slot machine 1. 
[01 35] In addition to the notifying means for generat- 
ing game sounds 1 to 5, the game machine of the em- 30 
bodiment comprises the second notifying means collec- 
tively constituted by the rotation reel back lamps (1) to 
(9), the game condition indication LED 25, the sound 
generation means for generating the game start sound 
1 or 2. The notifying state in the current game (i.e., cur- 35 
rent notifying state) by the second notifying means is 
determined by the second notifying state determining 
means on the basis of the notifying state to be notified 
in the subsequent game (i.e., subsequent notifying 
state) in the step 11 0. As a consequence, the notification 40 
in the current game is notified additionally by the second 
notifying means in the notifying state associated with the 
game sound 1 to 5 which has already been determined 
to be output in the subsequent game sound. The game 
machine of the embodiment thus provides various kinds 45 
of notilying contents, thereby enabling to afford the 
game players extensive amusement. 
[01 36] I n the embodiment, as described hereinbefore, 
the game player can recognize that the RB or BB inner 
winning confirmation is set by hearing the game sound so 
4 or 5 output by the notifying means. This leads to the 
fact that even game players with no experience of judg- 
ing whether the RB or BB prize winning flag is set or not, 
i.e., w li-zhi M or not by means of careful observation of sets 
of symbol marks appeared in the observation windows ss 
can recognize "li-zhi by simply hearing the game sounds 
4 and 5, thus enabling the game machine to attract the 
game players who are reluctant to play game machines 



with rotation reels. 

[01 37] In addition to the prize winning indication lamp 
24, the game player can recognize that the RB or BB 
inner winning state is generated by hearing the game 
sound 4 or 5. Accordingly, the slot machine 1 of the em- 
bodiment makes it possible for the game players to eas- 
ily recognize that RB or BB inner winning state is gen- 
erated in various manners. 

[0138] As stated hereinbefore, the fact that RB or BB 
inner winning confirmation state is generated does not 
always cause the game sound 4 or 5 to be output as the 
subsequent game sound. The game sound 1 , 2, or 3 
may be output as the sequent game sound as well. This 
means that the inner winning confirmation state is noti- 
fied to the game player with the corresponding proba- 
bility. In other words, the RB or BB inner winning confir- 
mation state is sometimes notified to the game player 
and at other times not, resulting in the fact that the game 
players look forward to the game sound 4 or 5 and the 
joy of the game player is increased when the game 
sound 4 or 5 is output. 

[0139] The game machine according to the present 
invention is exemplified by, but not limited to, the slot 
machine in the aforesaid embodiment. In another em- 
bodiment, the present invention may be applied to an- 
other game machine including pinball machine such as 
"pachinko' and other amusement machines. 
[0140] The present invention can be applied to a 
■pachinko" machine in a manner to replace the sequen- 
tial flow in the embodiment ol the operation process for 
operating the start lever device, the sampling process 
for sampling a random number to determine the prize 
winning state, and the start process for rotating the ro- 
tation reels with a flow of the "pachinko" machine of a 
prize winning process for entering "pachinko" balls into 
specified prize winning holes, a sampling process for 
sampling a random number to determine the prize win- 
ning state, and a start process for rotating rotation reels 
mounted in the "pachinko'' machine. The "pachinko" ma- 
chine comprises variable prize winning means which in- 
cludes ball receiving parts such as "attacker" and "tulip" 
formed with holes to have ball received therein. The var- 
iable prize winning means is designed to pay out a plu- 
rality of "pachinko" balls to the game player when a 
"pachinko" ball enters therein. In the aforesaid embod- 
iment of the slot machine, game medals are paid out 
when the set of symbol marks representative of prede- 
termined prize winning state are stopped and displayed 
on the prize winning line. In another embodiment of the 
"pachinko", the aforesaid variable prize winning means 
may be adjusted so that many "pachinko" balls, are 
awarded to the game player if specified conditions are 
satisfied. 

[0141] In the embodiment according to the present in- 
vention, as described hereinbefore, the notifying state 
to be notified in the subsequent games, i.e., the subse- 
quent notilying state is selected on the basis ot the no- 
tifying state being notified in the current game, i.e., cur- 
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rent notifying state, and thus the notification notified in 
the current game will be associated with the notification 
to be notified in the subsequent game. This leads to the 
tact that the notification notified in the current game is 
prevented from being not ended in the current game 
alone, in stead, the notification to be notified in the sub- 
sequent game is associated with the notification notified 
in the current game. The game machine of the embod- 
iment thus enhances the fun of the games. 
[0142] The notifying state in the current game by the 
second notify in g means is determined by the second no- 
tifying state determining means on the basis of the no- 
tifying state to be notified in the subsequent games. As 
a consequence, the notification in the current game is 
notified additionally by the second notifying means in the 
notifying state associated with the notification to be no- 
tified in the subsequent games which has already been 
determined. The game machine of the embodiment thus 
provides various kinds of notifying contents, thereby en- 
abling to afford the game players extensive amusement. 
[01 43] I n the embodiment, as described hereinbefore, 
the notifying means serves to notify the game player of 
the specified prize winning state which has been deter- 
mined by the lottery operation run in the machine. This 
leads to the fact that the game player can easily recog- 
nize that the specified prize winning state generated in 
the machine in various manners. Particularly, the slot 
machine of the embodiment enables the game player to 
operate the stop buttons so as to stop and display the 
target set of symbol marks representative of the speci- 
fied prize winning state. In general, the big prize winning 
flag of the slot machine remains until the set of symbol 
marks representative ol the big prize winning state are 
stopped and displayed on the prize winning line. This 
leads to the fact that the game player may lose game 
medals in the period while the big prize winning flag is 
set. On the other hand, the game machine of the em- 
bodiment may sometimes notify the game players of 
specified prize winning state of which the corresponding 
prize winning flag is set and at other times not, thereby 
resulting in the fact that the game players look forward 
to the notification of the specified prize winning state and 
the joy of the game player is enhanced when the notifi- 
cation is finally received. 

[0144] While the subject invention has been de- 
scribed with relation to the preferred embodiments, var- 
ious modifications and adaptations thereof will now be 
apparent to those skilled in the art as far as such mod- 
ifications and adaptations fall within the scope of the ap- 
pended claims intended to be covered thereby. 



Claims 

1. A game machine, comprising: 

shift and display means (3, 4, 5) for shitting and 
displaying a plurality of rows each having a plu- 



rality of symbol marks thereon; 
prize winning stale determining means (30, 32, 
33. 36. 37) for determining a prize winning state 
based on random number lottery; 
5 stop control means (16, 17, 18) for controlling 

the stop of said shift and display means (3, 4, 
5) to have a predetermined set of symbol marks 
shifted and displayed on the basis of said prize 
winning state determined by said prize winning 
state determining means (30, 32, 33, 36, 37); 
notifying means (30. 39, 43) for notifying a 
game player of notifying information in notifying 
states including a current notifying state and 
subsequent notifying states following said cur- 
rent notifying state, while the game player is en- 
joying games including a current game and 
subsequent games following said current 
game; and 

subsequent notifying state determining means 
(30) for determining and selecting in advance 
said subsequent notifying states in said current 
game on the basis of said current notifying state 
to be informed by said notifying means. 

2. A game machine as set forth in claim 1 . which fur- 
ther comprises: 

second notifying means (25, 30, 39, 42, 43, 48, 
57a, 57b, 57c) provided separately from said 
notifying means (30, 39, 43) to notify a game 
player of notifying information in a current noti- 
fying state; and 

second notifying state determining means (30) 
for determining and selecting in advance said 
current notifying states on the basis of said sub- 
sequent notifying states determined by said 
subsequent notifying state determining means 
(30). 

A game machine as set forth in claim 1 or 2, formed 
with a medal inserting slot (9), and in which said no- 
tifying means (30, 39, 43) is operative to notify the 
game player of said notifying state determined by 
said subsequent notifying state determining means 
(30) when said current or subsequent game starts 
with a game medium inserted in said medal insert- 
ing slot (9). 

4. A game machine as set forth in any one of claims 1 
to 3, in which when said current notifying state in 
said current game is identical to said subsequent 
notifying states in said subsequent games, said no- 
tifying means (30, 39, 43) continues to notify the 
game player of said identical notifying state without 
interruption. 

5. A game machine as set forth in any one of claims 1 
to 4, in which said notifying information notified by 
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said notifying means (30, 39, 43) is correspondent 
to specified prize winning state determined by said 
prize winning state determining means 
(30,32,33,36,37). 

A game machine as set forth in claim 5, in which 
said notifying means (30, 39, 43) is operative to no- 
tify the game player of said notifying state corre- 
sponding to said prize winning slate at a predeter- 
mined probability. 

A game machine as set forth in claim 5, in which 
said prize winning state is any of big inner winning 
state or medium winning state. 

15 

A game machine as set forth in any ol claims 1 to 
7, in which said game machine is a slot machine or 
a pinball machine. 
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FIG. 15 
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FIG. 16 

(e)GAME START SOUND/ROTATION REEL LAMP OPERATION GR0UP5 
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FIG.1 7 
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FIG. 18 
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FIG.19 

(OGAME START SOUND/ROTATION REEL LAMP OPERATION GR0UP1 8 
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